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THERE  ARE  WORLDS  BEYOND  OUR  OWN... THE  WORLDS  OF 


ROGUE  TROOPER  HAD  LOST  HIS 
MARBLES,  AND  LET  GUNNAR 
LOOSE  IN  THE  JUNGLE- 
RICK  FORTUNE  HAD  LOST  THE 
DICE  OF  DESTINY,  AND 
HEINRICH  HIMMLER  HAD 
FOUND  THEM... 

TORQUEMADA  HAD  LOST  ALL 
SENSE  OF  DECENCY,  AND 
DECIDED  TO  KISS  THE  ALIEN 

PIG... 


Their  worlds  -  their  lives  -  would  have  been 
different.  There  is  only  one  key  to  those 
alternative  realities.  YOU  hold  that  key... THE 
DICE.  For  they  control  the  worlds  of  IF... the 


savage,  phantom  worlds  of.. 
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Wetcome  to  DICEMAN  3,  a  unique  mix  of 
fantasy  gaming  and  graphic  -  in  this 
issue,  very  graphic  -  action.  A  lot  of  our 
ideas  come  straight  out  of  your  letters, 
which  gives  YOU  a  big  say  in  the  shaping 
of  this  magazine,  but  we  want  more  feed- 
back so  we  can  get  it  just  right.  How 
should  DICEMAN  look  in  the  future?  How 
many  stories  should  we  run?  How  hard 
do  you  want  the  games  to  be?  What 
about  subject  matter:  do  you  want  it 
more  realistic,  or  more  weird? 
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Whatever  comments  or  opinions  you  have,  please  pass  them  on  to 
us  -  after  you've  sampled  the  goods  we've  put  together  for  DICEMAN  3. 
This  issue  Is  even  better  than  its  predecessors,  with  varying  and  complex 
games,  and  some  of  the  best  artwork  you'll  find  in  any  publication  in  the 
country.  Now  YOU  can  be  ROGUE  TROOPER,  trying  to  stay  alive  in  the 
steamy  hell  of  a  paranoid  jungle. . .  YOU  can  be  THE  DICEMAN,  trying  to 
solve  the  riddle  of  Adolf  Hitler's  poem. ..YOU  can  be  TORQUEMADA,  a 
psychopath  but  clever  with  it,  trying  to  handle  aliens  without  losing  your 
precious  purity  rating.  Now  YOU  can  enter  the  savage,  phantom  worlds  of 
DICEMAN -and  live  to  tell  the  tale! 


■  ^  i 


6NT5II 
THG 
DtC6  WORLD 
. . .  fT'S 

P6AO 


\ 


(A 
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KEVIN  O'NEILL 
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HOW  TO  PLAY  THE  DICEMAN 


Editor 
SIMON  GELLER 
Art  Editor 
IAN  STEAD 
Art  Assistant 
KEVIN  BRIGHTON 


The  only  essential  weapon  you'll  need  is  a  pair  of  sacred  Ivories. .  .a  brace  of  the 
blessed  bones  themselves  -  2  SIX-SIDED  DICE. 

You'll  also  need  some  scraps  of  paper,  a  pen  and  a  rubber.  These  will  be 
used  to  create  SCORE  SHEETS  for  each  of  the  3  games  you're  about  to  play.  A 
score  sheet  is  a  record  of  your  progress  through  the  story:  if  you  are  told  to  add 
to,  or  subtract  from,  your  score  -  then  that's  where  you'll  make  a  note  of  it. 
Specific  rules  are  given  at  the  start  of  each  story,  but  there  is  one  important  rule 
to  remember  throughout. . . 

A  fantasy  gaming  comic  strip  is  unlike  any  other  strip  you've  read  before.  Here, 
every  picture  has  a  NUMBER -and  if  you  are  instructed  to  turn  to  a  picture 
number,  you  do  so . . .  even  if  that  number  is  several  pages  away.  DO  NOT  try  to 
read  a  story  IN  sequence  if  you've  been  told  to  go  to  a  new 
picture  number  OUT  OF  sequence  -  it  won't  make  sense.  To  help  you  through 
your  ordeal,  numbers  are  printed  at  the  top  of  the  page  to  tell  you  which 
pictures  are  to  be  found  below. 
Now  YOU  are  ready  to  roll! 

Click  on  "Go  to  X"  to  go  directly 


Front  Cover 
GLENN  FABRY 


to  that  picture  :) 


ReCKON 

you've  GOT  IT? 

WE'LL  SOON  see. 

HUR  HUR  HUR . . 


Many  thanks  to  Simon  Bridle  and  Tim 
Broshin  for  gametesting  the  stories  in 

this  issue.  If  YOU  would  like  to 
gametest  a  forthcoming  story,  write 
to  the  address  shown  on  the  letters' 
page  inside,  making  sure  you  enclose 
your  name  and  'phone  number. 
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You  HEAR  a  sound  alien  to  Nu  Earths 

You  SEE  the  strangest  sight  on  this  war- 
torn  planet. 

You  FEEL  sonnething  you  thought  you'd 
never  feel  again.,, not  since  your  buddies 
were  butchered  in  the  Quartz  Massacre, 
and  you  lost  all  feelings. 


A  kid  LAUGHING. 

His  parents  SMILING. 

The  WARMTH  of  people  being  HAPPY  on 
a  world  where  they've  no  right  to  be.. .on 
a  killing  ground  with  an  atmosphere 
poisoned  by  chemical  weapons,  an 
irradiated  nuclear  hell. 


They're  having  dinner  in  the  ruins  of  a 
bombed-out  city.  Sitting  in  padded  con- 
trol chairs  from  a  bomber  that  paid  the 
price . 

Around  a  table  made  from  a  tank's 
armoured  plate,  balanced  on  three  oil 
drums.  Decorated  with  silver  candelabra 
salvaged  from  an  officers'  command 
bunker. 

And,  like  you,  they're  very  unusual.  Their 
skin  is  blue  and  they  can  breathe  the 
poisonous  air. 


The  woman  grins  at  the  man.  "Is  the 
regimental  silver  polished  to  your  liking, 
sir?" 

He  carefully  inspects  it. 
ornaments  back  three  paces." 


And  complains.  "Dad,  when 
going  to  fix  the  holovision?" 


are  you 


'Silver 


They  laugh  and  the  woman  turns  to  the 
boy.  "lorn,  are  you  going  to  eat  that  meal 
or  do  you  want  me  to  feed  you  in- 
travenously?" 

lorn  pushes  the  plate  away.  "I'm  not 
hungry. " 


"What  do  you  need  holovision  for  when 
we've  got  your  mother?" 

"Because  I'm  bored.  And  I'm  fed-up  living 
in  this  dump." 

"That's  enough,  son.  Any  more  and 
you're  on  restricted  privileges." 


Zorn  sneers.  "Aww,  don't  give  me  all  that 
military  bunk!  You  and  Ma  aren't  GIs  any 
longer.  You  DESERTED— remember?" 

"Because  male  and  female  genetic  infan- 
try are  forbidden  to  have  relationships, 
Milli-Com  wouidn't  let  us  get  married 
—so  we  had  to  go  rogue." 

Zorn  scowls.  His  mother  leans  across. 
Just  look  at  your  face  I  Has  something 
crawled  up  you  and  died?" 

At  this,  even  the  boy  laughs. 


tt 


Then  they  see  YOU, 
And  the  laughter  dies  away. 
The  smiles  freeze  on  their  faces. 
And  suddenly  it's  cold. 


The  Gl  desperately  lunges  for  his  gun. 

But  you're  too  fast— you  kick  it  away, 
covering  the  woman  at  the  same  time  as 
she  pulls  a  knife. 

Then  they  back  off,  looking  at  you  with 
the  eyes  of  cornered  animals,,. full  of 
hate  and  fear.  And  you  curse  Milli-Com 
for  making  you  shatter  their  dreams. 


Because  you've  got  to  bring  them  in. 
You've  got  to  do  it  to  your  own. 
That's  your  mission,  Trooper, 

And  of  all  the  lousy,  stinking  missions 
Milli-Com  could  send  you  on,  this  one's 
the  lousiest. 


It1< 
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LISrENr  TROOPER... AAE  AMP  ROSE 
ARE  CLONeS>  JUST  LIKE  YOU... 
BORN  IN  TEST-TUBES.  WE  PON'T 
WANT  OUR  SON  TO  ENP  UP  IN  ONE. 


HOW  A  mmM  mien  sum 

R  ARE  ON  miR  ms  TO  Fm 

BECmi  A  CHILD  BORN  NATUHALVf 
ON  NU-fARTH,  ABLE  TO  BREATHl  ' 

fOUL  fUMES,  IS  UHiaUE,  UNHEm 
J  A  SmBOLOf  HOPE  TO  EITHER  Sm 
"m  mtiTIHGTHE  fOREmmR... 
RLMOST  A  MESSIAH. . . 


MILLI-COM  AREN'T  i 
GOING  TO  EXPERIMENT 
ON  THE  mil  LARSON. 
I  HAVE  GENERAL 
HAYG'S  \AIORP. 


I 
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EV/ERYBOPY  GET  POWN! 
PO  WHAT  I  TELL  YOU  ! 
GET  YOUR  HEAPS  POWN  I 


/: 
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ANP  yOi/  mLISE  THENORTSARE  GOING  TOflGHTW 
EVERi  STEP  OF  THE  my.  IT'S  GOING  TO  BE  A  LONG, 
HARP  RIPE  ACROSS  THE  PLANET  WHERE  LOn  IS 

FORBIDDEN. . .  A  HIUOTHOH  ! 
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% 
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To  succeed  in  getting  the  Fomilv  to  safe- 
ty, vou  need  to  CAIN  combat  points  -  by 
killing  Norts  or  monsters. 

Combat  points  ore  o  combination  of 
strength,  Intelligence  and  experience. 
Complete  your  combot  rating  and  note  it 
down  on  ^our  score  sheet. 


m 


ROGU€  -  Genetic  Infantryman 

ftoll  one  die  and  add  to 
obove 


coMBnT  nnTiNG 
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The  monsters'  combot  ratings  will  be 
given  in  the  story.  The  rules  for  fighting 
them  are: 

1)  Roll  2  dice  for  yourself,  fidd  a  combat 

odd'  of  +  1  to  the  total  because  you're  a 
Gl. 

2)  Roll  2  dice  for  the  monster  or  Nort. 
Add  on  any  combot  odds'  indicated. 

3)  If  you  hove  the  higher  score,  you  hove 
wounded  the  monster.  Deduct  the  dif- 
ference in  your  scores  from  the 
monster's  combat  rating. 

4)  If  the  monster  has  the  higher  score,  he 
has  wounded  you.  Deduct  the  dif- 
ference in  your  scores  from  your  combat 
rating. 

5)  Continue  until  the  monster  or  you  has 
no  points  left  -  e.g.  is  dead. 

6)  ndd  the  monster's  OniGINAL  combat 
rating  to  your  own  -  but  only  if  he's 
actually  dead.  This  is  your  award'  for 
experience  gained  in  fighting  monsters 
and  Norts. 


Mite'. 
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You  now  drive  out  of  the  city  and  atong  a  trach 
through  the  jungle  littered  with  the  remains  of 
humans  and  animals  and  appropriately  named  'White 
Bone  Road\ 

Where  much  of  Mu  Earth  had  been  turned  into  a 
desert,  htU-hUtiT  JUMGLd  had  thrived.  Its  in- 
habitants and  vegetation  seemed  resistant  to  all  the 
defoliants,  poison  gas  and  napalm  that  man  could 
throw  at  them. 

Worse,  they  actually  seemed  to  HUE  it,  eagerly 
absorbing  and  adapting  the  poisons  into  new  and 
more  awful  forms  of  death. 


For  in  the  jungle's  depths  there  was  already  a 
desperate  struggle  for  survival,  it  could  handle  any 
threat  posed  by  man. 


I 
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In  the  end,  even  human  beings'  limitless  talents  for 
destruction  were  enhausted  and  they'd  left  hell-Hunt 
Jungle  alone  -  apart  from  travellers  such  as  yourself, 
crazy  enough  to  risk  passing  through  it. 

Keep  your  eyes  peeled  for  trouble,  and  remember  the 
motto  of  Old  Earth  Qls. . . 


When  the  going  gets  tough, 
the  tough  get  psychotic! " 


-tr  f 
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VOU  [}RIVe  WARILY  THROUGH 

THE  v/UNSLE... 


THl^  I?  ALL  YOUR 
FAULT,  PAP. 


^5 


WHICH  ONE  WOULP 
YOU  LIKE,  m? 


IF  I  HAVE  TO  COME  POWN 
FROM  THI^  rURREr,  BOY 
THAT'^  IT ; 


i 


m  HEAD  ON  THROUGH  A  STEAMINS/ 
F0UL-JMELLING5WAMP...THEMIP'PAY 

SUN  BEAT5  RELENTLEWLV  DOWN  AND 
THE  SWEAT  POURS  OFF  VOU.  .  . 


0 
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^UPPENLY  AN  ARMOUREP  NORT  HUMMER  ROAR^  IM^ 
POWN  THE  ROAP  IN  HOT  PURSUIT. . . 


ZORN  ALWAYS 
5TART5 
TIME 


I 
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LAR50N  T05H00T  OUT  IT5  TYRE^ ?  607028. 
^•1  OR  TO  AIM  FOR  THE  PRIVER  ?  GO  TO  If. 


mi 


V/ 
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REALISING  THE 
CREATURE  1$  A 
POTENTIAL  THREAT. 

PECIPE 
GUNNAR  BLASTS  AWAY 

I N5ECT'^ 


ARMOUR 
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WILL 


PAUSE 


MOP  YOUR  BROW 


MOMENT 
TO  2^ 


WILL 


CARRY 
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YOU  RIPPLE  THE  SLEEPING  BAG  WITH  BULLETS,  THEN  ZIP  IT 
BACK  TO  DISCOVER  YOU'VE  KILLEP  A  MURK-IURKER. . . 
A  NOCTURNAL  ANIAAAL  OF  WHOSE  HABITS  VERY  LITTLE  [ 

^^^"^^^  ^  / LOOK  AT  THE  il ZE 


OF  THOSE  CLAW5 ! 
RECKON  YOU  DIP 


*i  f 


RIGHT  THING 
ROGUE 
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THE  GRENAPE  EXPLOPES 
ANP  THE  SHRAPNEL 

SPLINTERS  TEAR  RO^E 
AND  ZORN  APART 

CURSING  YOUR  STUPIDITY, 
LARSON  STARTS  TO 

STRANGLE  YOU.  YOU  LOSE 
CONTROL  OF  THE  GYRO 

AND  IT  PLUMMETS  TO 
THE  GROUNP,  EXPLOPING, 
KILLING  YOU  INSTANTLY. 

THE  ENP- 


YOU  CHEW  THE  LEAF, 
BUT  IT  HAS  NO 
EFFECT. 

CURSING  GUNNAR'S 
STUPIDITY,  YOU 
PIE  IN  AGONY. 

HELL-HUNT  JUNGLE 

HAS  CLAIMEP 
ANOTHER  VICTIM. 


THE  END 


HI  vmm 

THE  RAG  WITH 
GREAT  ENJOVMENf. 
CLEARLY, TO  A 
/MURK-LIJRKERjrjA 
PELltATE/WOR^EL... 
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YOU  GOTO  SLEEP. 

STRANGE  ANIMAL 
REMAINS  BY  YOUR 

AND  LICKS  YOUR 
FROM  TIME  TO 
.   GOTO  90. 


11 


SUPPENLY  THE 
NORTS  CHARGE 
YOUR  POSITION. . . 


PESTROY  THEM !  M/LLI-COM 
MUST  NOT  GET  THEIR 
HANPS  ON  THE  family; 


9t 
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THE  NORT  LUNGES  AT 
YOU.  HIS  SUIT  IS 
RIP-PROOF  AND  IT  WILL  BE 

A  SAVAGE  HANP-TO-HAMP 
FIGHT.. 


f     1  * 
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NORT  OFFICER'S  COMBAT  RATING 


TO  37. 


14 


NEXT 
MOMENT 


mm 


01 
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HELL-HUNT  JUNGLE 
CLAIMEP  ANOTHER 
VICTIM  -  WU. 


o 
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WE'VE  HAD ^OME 
BAD  POSTING  IN  VOUR 
TIME,  ROGUE  -  BUT 

MBtf  CD  tNORfiF  THd  N 


/ 
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WILL  VOU  INVESTIGATE  ?  SOFOfl 
OR  GIVE  IT  A  WIPE  BERTH  ANP 
CONTINUE?  GOTOU: 


YOU  m?  YOUR  FOREHEAP 
ANP  PUT  THE  RAG 
VOUR  POCKET. 

MAKE  A  NOTE  OF 
NUMBER  9 
FOR  LATER. 

NOW  GO  TO  35. 


AS  VOU  UNZIP  THE  BAG. 

THE  CREATURE  INSIPE 
BEGINS  TO  GROWL 
MENACINGLY.  .  . 

IF  VOU  5TILL  WISH  TO 

CONTINUE.  Goro^e. 

IF  YOU  WOULO  RATHER 
BLAST  IT  FIRST,  60  TO  6. 
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YOU  REACH  A  DEEP  GORGE.  CONNECTEI? 
BY  A  RICKETY  ROPE  BRIDGE. . . 
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YOU  HEAR  MURK 

AT 


BARKING 


SOMETHING 


gUNGLE 


->  — '-- 
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V. 


I. 


If 


v. 
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WILL  YOU  CROSS  BY  THE 
BRIPGE?  60r0^9. 
OR  TRY  TO  FINP  ANOTHER 
WAY  ACROSS  ?  SO  W31. 


...it 


IF  YOU  WANT  TO 
INVESTIGATE.  (JO  rO  50 
IF  YOU  THINK  IT'S 
BETTER  LEFT  ALONE, 
60  TO  38. 


24 


YOU  KICK  THE  PILOT 
OFF  ANP  HE  FALLS 
TO  HIS  PEATH.  •  - 


AAAm 


/  r 


ft 


EJ 


26 


HURRY 


UK 


27 


ROGUE 


\ 


LIFTING 


4 


WILL 


•  *  * 


EJECT 


MACHINE- 


CHUCK  A  GRENAPE 
BLAST  WILL 


GROUNPi 


EXTRA 


WILL 


PROP  BAGMANf  6UNNAR 


HELM 


TO  62. 


h 

'If' 
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34-39 


34 


MORE  NAPALM  TREE^ 
AHEAP/  ROGUE .' 


THOSi  imosm  deadly  i 

WE'D  BE  BETFER  OFF  TAKING 
OUR  CHANCERS  IN  THE  JUNGLE 


WILL  VOU  INVESTIGATE 
OR  GIVE  IT  A  WIDE  BERTH  AND  CONTINUE 


36 
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WILL  VOU  LISTEN  TO  HELM  ?  GO  TO  17. 
OR  TO  GUNNAR?  60  TOW. 


V 

< 


LITTLE 


IF  YOU'RE  RIGHT,  IT'SA 
NOCTURNAL  ANIMAL  OF 

"Umi  HABIT5  VERV 

1^  KNOWN. 

WILL  VOU  KILL  IT? 

GO  TO  37. 

OR  TRY  TO  MAKE 
FRIEND5  WITH  IT? 

60  TO 
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WILL  YOU  5AY 

TO  GUNNAR...? 
"5YNTH  OUT, 
VOUSCUZZ-BALL! 
FROM  NOW  ONI 
WANT  COMPLETE 

SILENCE.'" 
GO  TO  % . 


OR  WILL  YOU  HOPE 

HE'LL  SHUT  UP 
IF  YOU 


40-45 


40 


Y0IJ  5PEEPF0RWARP'  BUTTHE  NAPALM  TREEJ 
ARE  WAITING.  THEIR  RAZ0R-5HARP  LEAVES 
CUT  THEIR  WAY  IN. . .  STABBING  THE  FAMILY 

TO  DEATH. 


42 


ASYOU<JTROKEIT(  THE  MURKHURKER 
vJUMP5  UP  AMP  BEGINS  SNIFFING 
YOUR  ARMPIT... 


43 
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WHAT 


6ERR0FF 


WHAT 

POES 
WANT 


( 


c 
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MY0LP5ERGEANT 
TOLPMEABOUTTHEM... 
MURK-LURKER^LiVE 
OFF$WEAT!  ANPIN 
HELL-HUNT  JUNGLE 

WITH  ;iLL  THE  HEAT  ANP 
FEAR,  THAT'S  ONE 
THING  THERE'S  \ 

PlINTYOF!  ^ 

HE  USEP  TO  SAY,  ^ 
"BETTER  TO  SWEAT  ON 
THE  TRAINING  6R0UNP 

ANP  KEEP  THE  . 
MURK-LURKERS  HAPPY... 

THAN  BLEEP  TO 
PEATH  ON  THE 

BATTLEGROUNP.'" 


rrrrr 


YOUR 


POCKET, 
GO  TO  THE 

WANPERS 
OFF.  QOJOdB- 


51 


m  WALK  ALONG  THE  CLIFF  TOP 
FOR  AMILEf  BUT  CANNOFSPOT 
ANOTHER  BRIPGE.  VOU  CONSIPER 
CLAIVIBERING  POWN  THE  ^IPE, 
BUT  PECIPE  IT'S  TOO  STEEP. 

RELUCTANTLY,  VOU  RETURN  TO 
THE  ROPE  BRIPGE...  GOTO 59. 


VOU  LEAP  ONTO  THE  AUTO-GYRO, 
BUT  THE  PILOT  KICKS  YOU 
VICIOUSLY  IN  THE  FACE.  YOU 
HAVEN'T  THE  ENERGY  TO  HOIP 
ONANPFALLTOTHEGROUNP. 

NEXT  MOMENT,  THE  NORT 
PILOT  RIPPLES  YOU  WITH 

I  THEENP. 


53-58 


53 


YOU  CREEP  FORWARP 
WARILY...  JUDPENLYVOU 
«E  WHERE  THE  GLEAM  \S 
COMING  FROM...  A  SILVER  LURE 
ONA'BAITEPBRCATHM 


54 


THE  MONSTER  ATTRACTS 
VICTIMS  WITH  THE  LURE» 
THEN  GASES  THEM  WITH  ITS 
BREATH...  A  LETHAL  COCKTAIL  OF 

CHLORIKE,  MUSTARPANP  NERVE 
6A$  ^YNTHESISEP  FROMTHE  AIR... 


...THAT  W0ULPCAU5EAN 
ORDINARY  HUMAN  TO  PROWN  ANP 
BURN  TO  DEATH  SIMULTANEOUSLY  - 
AS  WELL  AS  LOSE  CONTROL  OF  HIMSELF 


^YNTH  OUT,  YOU  SCUZZ 
FROM  NOW  ON  I  WANT 
COMPLETE  silence; 


OKAY,  omi 

YOU'RE  TOUCHY  THIS 
MORNING.  AIN'T  YOU  ? 


VOU  RAISE  YOUR 
RIFLE.  BUT  THE 
CREATURE  MOVES 
SURPRISINGLY  FAST 
ANP  KNOCKS  IT  OUT 

OF  YOUR  mm 

LASHING  AT  YOU 
WITH  ITS  CLAWS. 


58 


IT'S  COMING  FROM  A  'SAW-JAW  -  AN  ALIEN 
SCORPION  WITH  REVOLVING  TEETH,  USING  ITS 
'CHAIN-SAW'  TO  GET  AT  SOME  MONKEYS. . . 


T  II  !■ 


MURK  RETURNS  TO  THE 
FRAY.  THE  SNAKE  USESIT^ 
LAST  LINE  OF  PEFENCE  ANPSPITSA 
POISONOUS  STING  AT  MURK. .. 


61 


BEFORE  THE  VENOM 
CAN  AFFECT  IT.  MURK 


RUNS  ACROSS  TO  A  PLANT, 
EATS  A  LEAF/  AND  THEN 
RETURNS  TO  THE  FIGHT. . . 


63 


THE  PAWN  LIGHT  IS  NOW  POURING 


THROUGH  THE  TREES.  MURK  HAS  A 
LAST  LICK  OF  YOUR  ARMPIT,  THEN  HEAPS 
OFF  INTO  THE  UNDERGROWTH  TO  HIS  NEST. 


Ill 


Hi 


*  *  + 


62 


THE  SNAKE  FIRES  TWO  MORE  POISON  PART^,  ANP  TWICE  V 
MORE  MURK  EATSA  LEAF  BEFORE  RETURNING  TO  THE  ^ 


BATTLE..  -  THE  SERPENT  HAS  NOW  RUN  OUT  OF  STINGS  ANP  MURK 


4 


(I 


^  YOU  RETURN  TO  THE  CAMP. 

GO  10  38. 


'■in, 


YOU  SEfZE  THE  LEAF,  BUT  IN 
YOUR  PAIN  YOU  OIPN'TSEE 
THE  NAPALM  TREE  HIDING 
BEHINP.  NEXT  (MOMENT,  IT 
DROPS  A  GLOBE  OF  BLAZING 
FUEL  ONTO  YOU.  GOTOm. 


YOU  CHEW  THE  LEAF  ANP  IT 

NEUTRALISES  THE  VENOM- 
YOU'RE  READY  TO  RETURN 
TO  THE  BATTLE,  ALTHOUGH 

WEAKENED  BY  THE 
ATTACK.  LOSE  3  C0M9l\T 

POINTS  AND  GOTO  II. 


^  ■  '  .  ■■ 


CD  PREFER  AN  OFFICER'7^ 
PIPS... OR  HOWABOUTA 

NOrCH  FOR  EVERY  NORT 

I  KILL? 


rrrrr 
rrrrr 
rrrrr 

rrrrr 


71 


BUT  ALL  aUIEf.  ANPIT  WULP^EEM  EVEN  HELL-HUNT  vlUNGLE  HAS  TO 
SLEEP.  AT  THE  END  OF  YOUR  WATCH  YOU  GOTO  WAKE  LARSON,  BUT. . . 


ROGUE!  WH-WHAT ARE  YOU 
DOING  STANDING  THERE  ? 
m  THOUGHT  YOU  WERE 
ASLEEP. 


SYNTH  OUT. 

YOU  PSYCHO ; 


WHAT  ARE 

YOU  TALKING 
ABOUT? 


^^^^^^^^ 


>■■.■■ 


72-77 


78  83 


A  SAW-JAW 

APPEAR^... 
A  SCORPION  ARMEP 
WITH  REVOLVING 
TEETH.  BEFORE  VOU 
CAN  MOVE,  ITCUr^ 
THHPUGH  THE  ROPE^... 


-.1  r  ^  ■  .    '  -    ■  ■       ■ .  .  I 


VOUR  BACK  1^  BROKEN  BY  THE  FALL 
ANPYOU  LIE  THERE  HELPLEW.  THE 
SAW-JAW  LEflP5  AFTER  YOU,  ITS  ARAAOUR 
PLATING  ABSORBING  THE5H0CK.  •  - 


IT  CLIMBS  ON  TOP  OF  YOU, 
5TARTS  ITS  'CHAIN-SAW'.  ANP 
BEHEAPS  YOU,  p 


1 

t 


84 


YOU  HEAR  THE  CtlCK  OF  A  5NIPER'5  RIFLE 
ANPAPVANCE0NAUF0UR5... 


Vj 


/ 


J 


4^ 


7. 


6 


ED 


I'        .    i  I 


^1 


HE  CAN 
/VIE ! 


■  \ 


V 


4 


6 


84-89 


ED 


■ 

1 


HELL 
THEV 

ALL  mmo 


7j 


ti 


mm 


IF  EARLIER  VOU  MID  rO 
GUNNAR 

5CUZZ-BALL;",  Goro^fG 
IFVOU  PIP  NOT,  (jor<7  /a 


.J '  ^ 


87 


m  FINALLY  RIP  OUT  HIS 
AIR  PIPES  AND  THE  NORT 


SUFFOCATES.  AS  YOU  PUSH 
HIS  BODY  OFF  YOU... 


\ 


NORT  AUTO-SVRO 
6Er  UNDER 


COVER 


I 


J. 


/I 


0 


J 


■^1 


OP' 


88 


THE  AUTO -GYRO  HOVERS 
OVERHEAD,  LOOKING 
FOR  VICTIMS 


•   *  • 


33" 


it 


V 


HERE -TAKE  CARE  OF  MY  BUPPIES. 

.I'M  GONNA vlUMP HIM. 

WHAT? 

YOU'RE  CRAZY.' 


V 


IF  MOUR  COMBAT  RATING 
IS  6  OR  MORE.  GQTQ76. 
IF  IT'S  LESS,  GOTO ^2. 


I 


90-95 


NEXr  /VWRNING  YOU  AWAKE  JUST 


SYNTH  OUT,  YOU 
^UZZ-BAU I 


ANP  FOR  THE  FIR5T  TIME 
IN  AGE^r  YOU  $MILE. 


Play  in  two  new  world-beating 
Play-by-Mail  games  from  Mitregames. 


1  ^-'^ 


jr  A  Pkiy-tiv-Mdi  Fanlasy  Game 

MiDGARD 


MiDGARD 

Already  a  storming 

success  in  the  U.S.  A., 

brand  new  to 

the  UK. 

In  mediaeval  Midgard.  intrigue  and  religion, 
war  and  diplomacy  join  in  the  quest  for  sueeess. 
Whether  Outlaw,  Priest  or  Prince  \  ou  euide  vour 
o\vndestin\. 


l<Sy  Balham  Hiizh  Rt)ad.  London  S\V|2 


COM 


The  world '  s  largest 

and  most  successful 
modern  Play-by-Mail 

game 


.  -  .and  vou  can  be  one  of 
the  first  UK  p\  avers.  In  the 
aftermath  of  World  War  III, 
will  you  lead  ycnir  country  to 
domination,  or  Armaiieddon'.^ 


POST  TODAY 


I  v\t)Likl  like  to  he  a  moil  L'  I  lie  lirst 


f'Icjsc  L-nr.>l  MK  111  <  il  (  )li  \l  si  i'Kl  M  \(  >    !  ii ii> u  i  st u 
.  thjt  \  I  uj  \M  ;U .  Mi; ;  m  V  III  I  'Inu-iii  ,i  lu.!   h.  ji      111-  1 11  il  ii^.  uj-l 


f'ltMvc  cnn^i  nil-  ;n  S  1  \KM  -\s  [  i  K  [  riiv 
■"-k't .  -^t  art- Lip  !cL-  .irtil  :  1  r^l  \\\\'  1 11;  r.  s 

Pk\i^c  cnri>l  niL  [ti  I  RIfU  S  (  )[  {  R  \\[  [  l n. 
;  h»  >\ciKc-i .  sUi!  t-iifML-i.-  .111 J  t ir^:  t t  lit  lis 


■  C  ImI  i'l.  Al  lI 


>_'j  :or 


Please  send  me  .  ,  ,  smneii  (ts  oDi 

.  .  .  unsiLined  (  L^.dO)  S  I  ARMAS  I  I  R  posters 


Please  send  me  .     M^ned  (t.^ 

.  unsigned  (  i: .( M ) }  TR| S  ( )[  (  RANd  [^osicis 


Name 


Addr 


ess 


Send  this  eoupon  with  \ odi  name  and  address  to: 
Mitreuames.  \^^)  Balham  High  Rd.  I.ondon  SVV  IJ 
Cheques.  Postal  Orders  should  he  pa\afMc  it  *  Mitrei^aUK 

ISM  Balham  Hitzh  Road,  London  S\\  12 


CYRIL  HOWE'S  LTD 
13-14  CHEAP  ST:  BATH 
Tel:  Bath  60444 

'See  the  best  selection 

We  are  TSR  (D  &  D  Publishers)  main  dealers, 
that  means  we  always  have  everything  in  stock . . . 

Talk  to  the  Experts' 

Find  out  all  you  need  to  know  about  adventuring 

in  the  new  world  of  fantasyland  .  .  . 

'Discount  on  D  &  D  sets' 

Attention  all  new  gamers  .  .  . 
Any  Dungeons  &  Dragons  set  for  a  special  price  of 

10%  off  of  Normal  r.r.p. 
bring  this  ad.  for  special  price! 

WE  WILL  HELP  YOU  ON  YOUR 

JOURNEY  THRU' 

FANTASYLAND 


You  won't  be  disappointed.  We  carry  an  extensive  range  of  Science 
Fiction,  Fantasy  and  War  Games,  Citadel  miniatures  and  all 
games  related  material.  New  games  are  arriving  all  the  time  and 
we  are  always  willing  to  order  any  items  not  in  stock.  Our  two 
floors  also  contain  American  and  British  Science  Fiction 
paperbacks,  comics,  posters,  film  stills,  fantasy  art  books,  film  and 
rock  magazines,  martial  arts  section  (Bruce  Lee),  T-shirts,  records, 

plus  much,  much  more! 
'Fantasy  World'  is  open  Monday- Saturday,  from  10.00am  till 
5.30pm,  and  is  easily  located  in  the  middle  of  Hanley  city  centre, 
at  10  Market  Square  Arcade.  The  entrance  and  escalator  up  to 
Tantasy  World*  is  in  Lamb  Street,  opposite  Lewis's.  Hanley  Bus 
Station  and  Stoke-on-Trent  Railway  Station  arc  just  minutes  away. 
If  you  are  travelling  by  car,  there  are  plenty  of  car  parks  available 
and  junction  16  of  the  M6  Motorway  is  only  20  minutes  away  via 

the  A53  and  A500!   


10  Market  Square  Arcade,  Hanley,  Stoke-on-Trent  STl  INUTel:  0782  279294 


ADVERTISEMENT 


SCIENCE  FICTION  SPECIALISTS 


3  GREAT  SHOPS  IN  THE  NORTH  OF  ENGUND  STOCKING 
JUDGE  DREDD  COMICS,  T-SHIRTS,  BOOKS,  GAMES  AND  BADGES 


Not  to  mention  Science  Fiction  Books,  American  Comics 
Film/TV  Books,  Magazines,  Sound  Tracks  and  Posters. 


<MflCiflZINE  b 

<POSTER  CENTRE 

21  Hanging  Ditch, 
(Under  tlie  'COPY'  sign), 
Corn  Excliange  Building, 
IVIancliester. 

Tel:  061-832  7044 


University  Precinct  Cenfre 
Oxford  Road, 
Mancliester. 

(Entrance  opposite 
John  Brown  Wheels). 

Tel:  061-273  6666 


Unit  6,  Harrison  Street, 
Off  Vicar  Lane, 
Leeds. 

(opp.  West  Yorkshire 
Bus  Station) 

Tel:  0532  426325 


YOU  WON'T  BE  DISAPPOINTED . . . 


ri-  r 


1,1 1  ^ 


v. 


0 


IT' 


■i^&iiSrfe  RICK  FORTUNE,  Investigator  of  strange  events  on  a 
:ii;r^^l$^iplanet  called  Earth .  fn  the  course  of  your  investigations  you 
;^|i^^|St)QirGd  ths  legendary  DICE  OF  DESTINY -two  stone  dice  that 
Forces  of  the  CosniKts.  Created  by  the  Master  Masons  of 
i:ji||i^ijtis,  they  are  storehouses  of  astral  power.  The  dice  do  not 
;|ifi!i^dict  the  future -they  change  it. 

:ii!ii{re3(ly  you  have  used  the  dice  and  seen  their  terrifying  powers  in 
:;actian.  Anil  begun  to  fear  them... They  are  your  treasure  and  your 
l^'hurden,  your  power  and  your  curse... 

Your  latest  case  began  when  you  received  a  curious  invitation  from 
Mazi  Germany  to  attend  a  celebration  of  Walpurgis  Night  at  the 
strange  Externsteine  Rocks  -  Germany  s  equivalent  of 
Stonehenge.  Like  the  Dice  of  Destiny,  these  ancient  needles  of 
stone  are  believed  to  be  charged  with  power  from  the  stars. 

The  invitation  is  from  a  Wolfram  Von  Slevers,  President  of  the 
German  Ancestral  Heritage  Organisatian.  Your  fame  as  a  psychic 
investigator  has  spread  to  Germany  and  they  would  be  honoured  by 
your  presence. 

You're  wary  of  accepting  after  your  last  adventure  when  you  saved 
a  beautiful  client,  Joyous  Gard,  nicknamed  KILUOY,  freni  a  Nazi 
Secret  Society.  But  this  organisation  seems  Innocent  enough  and 
you've  another  reason  for  wanting  to  visit  the  Rocks.,. 

In  your  researches,  you've  come  across  3  puzzling  poem  by  Adolf 
Hrtler  (see  opposite).  You've  always  wanted  to  solvethe  riddle  and 

-  you've  heard  the  'Wotan's  Oak'  Hitlervislted  was  actually  on  top  of 

^^na  ol  the  stone  outcrops.,, 

i^nd  so  you  travel  by  transatlantic  liner  to  the  port  of  Bremen  in 
:i:Hprth  Germany  where  Von  Sievers  is  waiting  to  meet  you.  And 
ilhj^t's  when  you  realise  your  curiosity  may  cost  you  dear... 

ijS^otthe  German's  shifty,  darting  eyes  or  sinister,  black  beard 

It's  the  uniform -of  the  most  evil  organisation  in 

i^i^^^  is  a  Colonel  In  the  S.S. 


'/7 


lie 


As  you  drive  through  the  dark 
Teutoburger  Forest  on  your  way  to 
the  Externsteine,  you  see 
villagers  ringing  bells  and  lashing 
the  ground  with  whips. 

'An  old  peasant  custom/  Von 
Sievers  smiles,  to  drive  away 
Trolls  and  Witches.  Tonight  is 
Waipurgis  Night  when  they 
believe  the  forces  of  evil  are 
abroad 


« <  • 


'Satan's  Night.' 

His  dark  eyes  gleam  as  he  tells 
you  it  was  In  this  forest  that 
German  barbarians  scored  an 
historic  victory  over  the  Romans. 

Three  Roman  legions  were 
massacred -over  12,000  men. 
Those  who  surrendered  were 
flailed  to  the  trees  and  mutilated 
before  dying  a  slow,  horrible 
death... 

it  was  said  the  Germans  had 
called  on  the  daric  powers  of 
Wotan  to  destroy  the  enemies  of 
the  Fatherland... 

You  recall  the  legend  of  Wotan... 
The  God  of  Victory,  Death  and 
Magic  Power  -  sometimes  known 
as  the  'Hanged  God'  because  for 
nine  days  and  nights  he  hung  from 
a  sacred  tree  staring  down  a  well 
Into  the  depths  of  Hell. 

He  had  wounded  himself  with  the 
sacred  spear  Gungnir  and, 
through  these  terrible  torments, 
gained  ultimate  knowledge  and 
power... 

At  last  you  reach  the  Externsteine 
and  you  notice  how  the  stones  are 
situated  in  a  'quiet  glade'  just  as 
Hitler  had  described. 

But  there's  no  sign  of  'Wotan  s 
Oak'  -  only  some  stunted  remains 
on  one  of  the  crags. 

Von  Sievers  sees  your  interest 
and  explains  how  a  huge  oak  tree 
was  cut  down  by  Charlemagne  in 
772  AD  to  put  an  end  to  'devil  wor- 
ship'. Its  roots  still  grow  inside 

the  rock... 

Before  the  ceremony,  there  is  a 
party  in  one  of  the  many  caves 
carved  Into  the  rock. 


You  mingle  with  the  guests 
are  admiring  ancient  nine 
on  the  cave  watt 


You  remember  Wotan  was  the 
inventor  of  these  symbols  which 
are  supposed  to  have  magical 
powers... 

And  then  Von  Sievers  enters,  car* 
rying  a  strange  staff  and  now 
dressed  in  black  flowing  robes 
emblazoned  with  a  gold  pe 
tangle. 

The  robes  of  a  Satanist. 

The  guests  whisper  excitedly  t 
him  and  one  of  them  looks  across 
at  you  and  sneers.  You  wonder 
uneasily  what*s  going  on... 

...But  it's  clear  you're  at  a  gather- 
ing of  Satanlsts  and  something 
terrible  is  planned. 

You  decide  to  roll  the  Dice  of 
Destiny,  calHng  on  their  power  to 
aid  you. 


After  furtively  rolling  the  stones, 
you  pocket  them  and  turn  round, 
brushing  against  a  high-ranking 
Nazi*  spining  your  drink  down  his 
uniform. 

There's  a  shocked  silence 
amongst  the  other  guests. 
Everyone  looks  in  your  direction. 

The  Nazi  glares  through  thin  wire 
spectacles  and,  in  a  high  pitched 
voice,  curses  you  for  your  clum- 
siness. You  recognise  his  face 
from  his  photo  in  the  newspapers 
and  a  chill  runs  down  your  spine. 

You  have  spilled  your  drink  over 
the  most  feared  man  in  Germany. 
Heinrich  Himmler-head  of  the 

S.S.! 


Your  adventure 
begin... 


is  about 


To  succeed,  you  wi 
outsmart  Adolf  Hitler 
the  riddle  of  his  poem. 


have  to 
and  solve 


But  first,  you  must  understand  the 
strange  powers  of  the  Dice  of 
Destiny  and  how  to  roll  them.*. 


THE  DICE  OF  DESTINY 

You  are  still  learning  the  secrets  off  the  Dice,  but  have  found  a  way  to  partly 
control  their  awesome  powers. 

Below,  taken  from  your  latest  notes  is  a  guide  to  what  may  happen  when  the 
Dice  are  cast... 


1 .  The  Web 

Distorts  the  Web  of  Time 

and  Space.  Sometimes  creates 

illusions  and  confusion. 

Allows  me  to  walk  throujgh 

shadows  unseen.  May  give 

premonitions  of  danger.., 

traps. ..Affects  enemies  -  makes 

them  slow. ..clumsy... 

Is  this  because  they're  affected  by 

Time? 

2.  The  Key 

Sharpens  mental  powers  and 
increases  my  personal  appeal. 
Under  this  *force'  I  have  translated 
ancient  documents,  cracked 
codes  and  detected  traps. 
I'm  able  to  influence 
people.. .make  them  like  me. 


3.  Astragal 

The  number  I  dread  for  it  contacts 
Astragal,  Guardian  of  the  Dice. 
This  hideous  creature  will  not 
come  to  my  aid  at  once,  but  at  a 
moment  of  great  danger  and  will 
not  leave  again  until  he  has 
glutted  himself  in  ways  too  foul  to 
describe... 

I  am  his  Master  and  he  hates  me 
for  it.  I  suspect  if  his  gruesome 
appetites  are  not  satisfied  in  full, 
he  will  turn  on  me... 

4.  The  Fist 

Greatly  increases  my  strength  and 
agility. 

5.  Lightning 

The  strangest  number., .appears  to 


be  a  gateway  to  the  Cosmos. 
Usually,  Astragal  will  appear 
through  It,  but  at  other  times, 
strange  phenomena  such  as 
blocks  of  ice  and  showers  of 
frogs. 

And  'things'  so  vile,  beside  them 
Astragal  seems  as  Innocent  as  a 
babe... 

6.  The  Bat 

The  shadowy  wings  of  a  great  bat 
appear  before  my  eyes  when  I  roll 
this  number,  but  nothing  else 
happens. 

Perhaps  a  special  chant  or  code  is 
required  to  activate  this  force? 
Until  I  discover  it,  I  roll  the  die 
again. 


DlCme  WITH  DEATH 


It  is  now  time  for  you  to  unleash  the  powers  of  the  Dice 
of  Destiny. 

Roll  one  die  once  and  refer  to  your  notes  to  discover 
the  'Force'  you  control  on  this  adventure. 

If  you  would  prefer  another  Force,  roll  the  second  die. 
You  must  then  accept  the  second  Force  indicated. 

You  cannot  go  back  to  your  original  choice.  Only  if  you 
get  a  six  on  either  die  may  you  roll  again. 

You  dare  not  roll  the  dice  anymore,  because  this  would 
distort  the  space-time  continuum  too  much -with 
fatal  consequences  for  you. 

You  have  called  on  powerful  forces  and  they  will  not  be 
cheated  of  your  fate.  You  have  'cast  your  lot'  and  must 
accept  it. 

The  die  numbers  are  now 

referred  to  by  their  Forces  (e.g.  1 :  The  Web). 


Your  PHYSICAL  and  MIND  POWER  are  shown 
below.  Make  a  note  of  them  on  a  separate  sheet 
for  handy  reference.  You  will  have  to  deduct 
points  from  these  ratings  as  you  battle  with 
foes  -  natural  and  unnatural. 

Should  your  Physical  Power  be  reduced  to  zero 
you  are  dead. 

Should  your  Mind  Power  be  reduced  to  zero  you 
have  been  driven  mad. 

THE  DICE  MAN 

Physical  Power :  20 
Mind  Power:  20 

If  you  control... 


The  Key 
The  Web 
The  Fist- 


Add  10  to  your  Mind  Power 
■  Add  5  to  your  Mind  Power 
Add  1^0  your  Physical  Power 
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TONIGHT,  WE 
GIVE  THANKS 
TO  THE  OLD 


THe  CHOSBN 
ONB  HAS 

BROUGHT  US 
THE  KEV  TO 
POWER 


WHO  EXACTUV 
IS  THIS  "CHOSEN 
ONE  "  ? 


12 


AT  THE  £ND 


WHAT 

iS 
IT  ? 


WOTAN'S  "SPEAR*:., 
THE  COSMIC  CRYSTAL 
THE  HANGED  OOD 
STABBED  HIMSELF 
WITH. 


you  CATCH  A 
C^LlMPSe  OF 
/MPOSS/dL£  ANGLES 

TO  OTHER  DIMENSIONS 
.../\AIND  damage: 
L  i<9HTNiNG  —  NONE. 

—  tOlE. 


ii 


you  R£AAOve  wotan 's 

SPE/AR  AND  PUT  !T  !N 

YOUR  PocKer,  c^ororo 
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M//VD  OAMAGe-* 
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28 


pHYStCAU  OAMA&e-'  PIST 
NONE .  OTHBRS  —  /  Die . 


tP  you  CONTROL  ASTRA<aAL 
OR  UCfHTNiNG,  GO  TO  <t-3. 


J'  li 


V 


HOW 
COUL-D  YOU 
BECOME  A 
FIUTHV  NAZI? 
A  FOULOWER 
OF  THAT 

MANIAC 
HITLER  ? 


7 


33 


AS  K/LL^OY  STANDS 
OVER  you,  SHE  SL/P5 
you  A  AIAUSER... 


up/ 


YOU 

ALWAYS 

DID  HAVE 
A  DIRTY 

MOUTH, 

RICK... 


J 


32 


...YOU  ARE 
SPEAKING 
MY  BELOVED 
FUHRER.' 


} 


A 


WES.*  NO  DAAAAC^e. 
OTHGRS :  PHYS/CAL 
DAMAGE— »D/£. 


1 


S5' 


H/s  GLASSES  SMAsneo, 

HE  FiRES  BUNOLV 
AFTER  YOU... 


35 


...WH/CH  you  QU/CKLY 
POCKET,  GO  TO  /^i^. 


you  CLAMBER  OVER  TRBB  ROOTS  THAT 
HA\/e  BURROWeO  OBEf^  INTO  THE  ROCK 


WES:  NO  DAMAGE.  OTHERS: 
PHVSiCAL  DAMAGE— /O/e. 
GO  TO  56. 

 ^ 


i. 


36 


you  REACH  ANOTHER  CA\/E... 


\ 


r 


'li 


'4 


Dec/de  now 

WHAT  VOW  RE 
GO/NG  TO  DO 
W/TW  YOUR 
GUN,  AMD 
WRiTE  IT 
DOWN, THEN 
GO  TO  7<^. 


|•^A  SORRV,  RICK. 
I  HAD  TO  DO  IT 


f 


7i 


38 


you  BAA 
THB  CAV6 


EXPLANATIONS/ 
GET  THAT 
DOOR  SHUT  / 


THAT  DEVIL  VON 
SIEV6RS  LURED 

ME  BACK  TO 
GERMANV.,.SAID 
MY  GRANDPARENTS 
WERE  ILL — THEN 
SHOWED  AAETHE 
CONCENTRATION 
CAMP  HE'D  SEND 
THEM  TO  IP  I  DIDN'T. 
"CO-OPERATE"... 


AND  THE  FANCY 
DRESS  YOU'RE 
WEARING..? 


39 


IJOINEO 
THE  PARTY 
SO  THEY'D  TRUST 
ME  AND  ISSUE  MY 
GRANDPARENTS 
WITH  EXIT-VISAS. 


V 


YOU'RE  CRAZY. .HAVE 
YOU  ANY  IDEA  WHAT 
WILL  HAPPEN  IF  THE 
NAZIS  GET  THE  DICE 
OF  DESTINY? 


.1 


40 


OH  I  I  KNOW  HOW 
RESOURCEFUU 
YOU  ARE,  RICK.  I'M 
SURE  YOU  WON'T  LET 
THAT  HAPPEN  .' 


THEY 
COULD  WIN 
A  WORLD 
WAR.' 


\ 


COME  ON.  LET'S 
FIND  A  WAY  OUT 

OF  HERE  — BEFORE 
we  END  UP  IN  A 
CONCENTRATION 
CAMP... 


...IF  WE' 
LUCKY, 


SEE  HOW 
THE  RUNES 
ARE  FORMED  BY 
THE  CRACKS... 


i 


?  GOTO 


W/LL  YOU  TAKE  THE  TUNNEL  ON  YOUR  L 
OR,  THE  TUNNEL  ON  YOUR  R/GHT  ?  GO  TO 
IF  you  CONTROL  THE  WEB  OR  THE  KEY,  GO  TO  TB. 


_  ■  - 


■  ■■ ._ 


"THE  RUNIC 
LETTERS  THE 
MOON  MAKES 

WITH  ITS 
MAGIC  SPELL"... 
HOW  INGENIOUS 
OF  ADOLF. 


'■1  W^" 


Go  TO  7. 


W  I 


f. 


I 


you' ve  WON.  oNce  again,  the  oicsN^e  prove p 

-f-Xftg  YOUR  TREASURe  ANO  VOUR  BUROeN... 
yOUR  POWER  AND  VOUR  CURSE...  " 


Will  you  punch  h/mmusr 

IN  THE  PACE  ?  &0  TO  ZS. 
OR  KICK  HIM  IN  THE 
STOAAACH  9  OC?  TO  30. 


ED 


V 


■1 1 J  i'^  ' 


Vi 


you  sr /LL  HAve  to 

ESCAPE  FROM  NAZI 
OERAAANVi  eUT^WITH 

K/LLn/OY'S  help- 

yOU't.(-  /WAKE  /T. 


1^^ 


'.mM  ■ 


Historical  Footnote 

filTUER  WROTE  HIS  STRANGE  POEAA  IN  f9f5 
DURING  THE  FIRST  WORLD  WAR.  SOON  AFTER 
HE  TOLD  COMRADES r' you  WILL  HEAR  MUCH 
ABOUT  ME.  ^UST  WAIT  UNTIL  My  TIME  COAAES...'* 

WOLFRAM  VON  SIEVERS  WAS  SENTENCED  TO  DEATH 
AT  NUREM&URCf  FOR  HIS  PART  IN  EXPERIMENTS 
IN  CONCENTRATION  CAMPS.  ON  THE  DAY  OF  HIS 
EXECUT/ON,  HE  PERFORMED  A  PAC^AN  RITUAL  ANL 
WENT  TO  THE  (FALLOWS  UNREPENTANT—  PERHAPS 
BECAUSE  HIS  OOD  WAS  WOTAN,  LORD  OF  THE  HAN(bED... 

The  End. 


ft;  ■ 


l1 


L 


1 


49 


You  PASS  SKELETONS 
iNSfOe  STALAQ^MtraS.. 


\ 


POOR 
OEVILS.THE 
WEAPONS 
THEY 

CARRIED 
MUST  HAVE 
ACTIVATED 

MANTRAPS. 


•  Mm 


AND  THEN;  OVER 
THE  YEARS,THEY 
«SOUrDIFIED  INTO 
STALAGMITES". 


1 '  « 


49-54 


50 


You  HEAD  ON...(tP  you 
rWReW  YOUR  <=rUN  TO 
THE  PAR  S/DE,  YOU  P/CK 

/r  up;... 

MOONLIGHT 
AHEAD / 


51 


r 


WHICH 
WAV 

NOW  ? 


IT'S  OUR 
WAV  OUT... 


1  /  rr-. 


The  uoht's  com/a/g  pmm  a 
chtmnev  inthe  rock,  sut... 


DYNAMITE  / 
THE  NAZIS 
ARE  BLASTING 
THEIR  WAY  IN  / 


A 


V 


4J 


r 


mm 


^^^^ 


vfr  f:* 


L 


ir^ 


V 


f 


*i  1 
■.il  ' 


IF  YOU  WISH  TO  TAKE  THE  LEFT  PATH,  OO  TO  rS 
TH^  M/OOLE  PATH,  GO  TO  ^2.  THE  Ri<9HT  PATH, 
IF  you  CONTROL  THE  KEY,  GOTO  IB. 


G  O  TO  V9. 


I-'  r>-,  :.. 


SUSPENOeO  OVER  A  PIT.,, 


It  A 


^1 


62 


BUT 
I 

THOUOHT 
WOTAN 

WAS  A 
MYTH? 


iV 


WOTAN  ! 

HANoeo 

OOOf 


V 


V 


\ 

s 


> 


>7 


AND 

YOU  ? 


V 


I 

MY  MIND  OF 
BELIEVING  IN 
ANYTHING  — BUT 
IF=  IT  /S  WOTAN, 
THIS  PITCOUUD 
BE  ONE  OP  THE 
GATEWAYS  TO  THE 
INNER  WORLD. 


■I. 


Ml 'I 


1 


r 


FIND  FORTUNE 
AND  THE  GIRL 


YOU 


r 


J 


HfTLER  MUST 
HAVE  FOUND 
HIS  BODY— AND 
USED  IT  AS  A 
POW6R  SOURCE 
FOR  HIS  SATANIC 
EMPIRE. 


ill 


n 


V 


NO... A  MAN  WHO  SECAME  ONE. 
SOME  BELIEVE  HE  WAS  ONE  OF 
THE  MASTERS  FROM  AGARTHA 
WHO  SAVED  THE  NORDIC  PEOPLE 
WHEN  EARTH'S  SECONO  MOON 
CRASHED  INTO  THE  PLANET. 


■  ''4 


r 


1 


IT  SURE  ISN'T 
THE  GATEWAY  TO 
CENTRAL  PARK. 


[it 


DESTROY 
THEM/ 


1 


V'- 


1 


I. 


YOU  CONTROL  THE 


IF  you  HAVE  A  GUN, 
GO  TO  77. 

IP  you  DO  NOT,  OOT033 


f 


h 


11^ 


'  J  '  I. 


♦I 


* 


f 


1  *  1 


PftOM  H/S 
WOTAN 


AOAtN  ANO 
you  SW/NO 


A 


1 


f// 


V  'J 


71 


The  creatures  attack  you... 


7 


I' 


J  < 


WITH  VON  S/eVERS  A/VO  HiS 
SrORAATROOPeRS  HARD  ON  YOUR 
HEELS,  YOU  OeSCEND  A  WtNDINO 
STAtRCASe  DEEP  INTO  THE  ROCK, 

you  NOTICE  A  HORRt&LE  SAAEUL 

WAFT/NO  UP  PROM  A  CRYPT... 
THEN,  AS  you  DRAW  CUOSER, 
VOU  REAUISE  WHERE  IT'S  COAAiNO 
PROM.,. 

GOTOet. 


THEN 

m  ^^mTHEv 

m  CRUMBLE 
Al  INTO  DUST, 

AV 


1 


1 


V 


YOU  HAVE  A  GfUN  IT  WILL,  HOLD  THEM  AT  SAY 


OTHERWISE,  PHYSICAL  DAf^AC^ 
KEV 


1DIE 


\ 


[I 


i 


A.  J 


mi 


<yo  ro  <^-7. 
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4 


4 


I 
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73 


KILLJOY  REALISES  SHE  DROPPED  A 
MAUSER  SOME  YARDS  BACK.  YOU 
RUN  AND  PICK  IT  UP,  RETURNING  TO 
THE  CAVE  AMIDST  A  HAIL  OF 

BULLETS. 

PHYSICAL  DAMAGE -WEB:  1  DIE. 

OTHERS:  2  DICE. 

GO  TO  37. 


74 


4 


4 


IF  YOU  LEFT  YOUR  GUN  BEHIND 
OR  THREW  IT  TO  THE  FAR  SIDE 
OF  THE  CAVERN,  GO  TO  49. 

IF  YOU  KEPT  YOUR  GUN,  GO  TO  86. 

IF  YOU  FIRED  IT  AT  THE 
STALAGMITES,  NOTHING  HAPPENS 
AND  YOU  ENTER  WITH  YOUR  GUN.  GO 

TO  86. 


\\ 

i  1 4 


75 


YOUR  FINGERS  FAIL  TO  GET  A 
GRIP  ON  THE  SLIME  COVERED 
WALL  AND  YOU  FALL  INTO  THE  PIT. 

GO  TO  91. 


IF  YOU  CONTROL  THE  FIST,  GO  TO  13. 


76 


THE  FLOOR  IS  CARPETED  IN 
WHITE  BAT  DROPPINGS.  YOU 
FOLLOW  FOOTPRINTS  DOWN  IT, 
UNTIL  YOU  FIND  YOURSELF  FACE  TO 

FACE  WITH... 

GO  TO  7. 


77 


THE  STORMTROOPERS  OPEN 

FIRE  ON  YOU. 

PHYSICAL  DAMAGE -WEB  :  NONE. 

OTHERS  :  1  DIE. 


It 
I 


YOU  RETURN  FIRE,  GUNNING  SEVERAL 
DOWN.  THEN,  WITH  KILLJOY  SAFELY 
ACROSS  THE  PIT,  IT'S  YOUR  TURN. 

GO  TO  60. 


78 


YOU  HAVE  AN  UNEASY  FEELING 
THE  TRAP'S  ON  THE  RIGHT,  AND 
TAKE  THE  LEFT  TUNNEL. 

GO  TO  35. 


79 


NOTING  HOW  TREE  ROOTS  RUN 
THROUGH  THE  TUNNEL,  YOU 
HEAD  DOWN  IT  -  UNTIL  YOU  FIND 
YOURSELF  FACE  TO  FACE  WITH... 

GO  TO  7. 


%  * 


80 


KILLJOY  WAS  LIGHTER  AND  THE 
ROTTEN,  MAGGOT  RIDDEN 
ROOTS  JUST  TOOK  HER  WEIGHT.  BUT 
AS  YOU  CLIMB  ACROSS  THEY  SNAP, 
AND  YOU  FALL  INTO  THE  PIT.  GO  TO 

91. 

IF  YOU  CONTROL  THE  FIST,  GO  TO  13. 


81 


YOU  SWING  ACROSS  ON  THE  CORPSE, 

BUT  YOU'RE  HIT  BY  MACHINE  GUN 
BULLETS  AND  FALL  INTO  THE  PIT.  GO 

TO  91. 


82 


IF  YOU  ARRIVED  HERE  BY  THE 
LEFT  OR  RIGHT  TUNNEL,  GO  TO 

94. 

IF  BY  THE  MIDDLE  TUNNEL,  GO  TO  19 


83 


THE  STORMTROOPERS  OPEN  FIRE  ON 

YOU... 

ALL  YOU  CAN  DO  IS  PROVIDE  A  DECOY 
TARGET  WHILE  KILLJOY  GETS 

ACROSS. 

PHYSICAL  DAMAGE  -  WEB  OR  FIST :  1 

DIE.  OTHERS:  2  DICE. 

THEN  IT'S  YOUR  TURN  TO  CROSS  THE 

PIT.  GO  TO  60. 


84 


YOU  HEAD  ALONG  THE  TUNNEL  A 
SHORT  WAY  WHEN  YOUR  FOOT 
PRESSES  A  PRESSURE  PLATE  IN  THE 
GROUND.  NEXT  MOMENT,  A 
CROSSBOW  FIRES  A  QUARREL  AT 

YOU. 

PHYSICAL  DAMAGE  -  WEB:  NONE. 

OTHERS:  1  DIE. 

YOU  DECIDE  TO  TAKE  THE  OTHER 

TUNNEL.  GO  TO  35. 


85 


YOU  FIND  AN  OPENING  IN  THE 
ROCK  FACE  WHICH  LEADS  OUT 
INTO  THE  FOREST... 

THEN,  AS  YOU  HEAD  BETWEEN  THE 
TREES,  YOU  HEAR  MOANING.  YOU 

TURN  TO  SEE  YOU  ARE  BEING  PUR- 
SUED BY  THE  STORMTROOPERS, 

TRANSFORMED  BY  WOTAN'S  SPEAR 

INTO... 

GO  TO  11. 


W 


J 


f 


J 

i 

If 


By  cARRytNO  a  gun,  you' ve  qrokgn  a  magnet/c 

C/ftCU/T— TA/e&eR/NG  ANCIENT  MANTRAPS... 


you  see  past  victims  ft-f-^^ff^^'^^^J!^^'^^,^, 

^^UMeSTONB  PP/SO/VS.  AS  WATSR  ORIRSDOWN 

ON  you,  you  AeAt./se.../N  a  hunoreo  y gars,  you 

WILL  eNO  UP  LIKE  THEM  f 


KiLLsJOy  TP/eS  TO  PULU 
THE  RUSTy  TEETH 
APART...  IN  VAIN. 


2 


V 


f. 


if. 


THE  CREATURES  IN  THE  PIT  HAVE  SeeN  (^^'''^\  J}}^^^^ 'lUki 
WAITIN%  POP  you,., AS  THeV  REACH  OUT 


HUNGP/uy,  yaw  know  this  is... 


f 


\ 


r 


\ 


V 


V 


V 


r 


V 


"THEy  HAVE  SHINING  STEEUt  BUT  INSTEAD  OF 
GOING  INTO  COAA&AT*  THEy  SOLIOIPy  INTO 
STALAGMITES.  SO  THE  PAUSE  ONES  PART 
FROM  THE  REAU  ONES..."  ^  ADOLF  HITLER. 


THE  ENO. 


•VI 


{ 


V 


\ 


a:- 


V 


4^  _ 


\ 


I 


{ 


I 


I 


THE  6NO. 


V 


yd 


'J- 


1 


V 


you  WATCH 

yer  fasc/- 

N ATS AS  NB 
ATTACKS  THE 

M /NO  damage: 

r  o/e... 


»  ■ 


A- 


\ 


is 


The  guardian  of  the 

Dice  appears  !  YOUR 
MIND  STILL  R£BLS  PROM 
THE  St&HT  OP  HIS  THREE 
PACES  WHICH,  LIKE  A  DIB, 
ARE  ALL  you  CAN  SEE.,, 


r  ■■ 


...YET  YOU  KNOW,  IN 
ANOTHER  DIMENSION 


MORE  f 


•  f 


..UNTIL  AT  LAST 
F/OHT  IS  OVER .  TO 


UNEQUAL 


■ AS  you 
REMOVE 
THE  CRYSTAL, 
P>OWER  SURCfES 
THROUGH  IT.,. 


/I 


IT'S 
BURNING/ 


95 


NOW  YOU  WILL  NEVER  KNOW 
WHAT  YOUR  MISTAKE  WAS... 


RICK! 


I  r 


1      r ' 


1^ 


96 


PO«  YOU... 


It 


97 


•*  I 


\ 


V 


J' 


til 


V 


\ 


Ml  ». 


V 


<3 


11 


v 


*  1 


V 


U  1 


7. 


%  '*  ^    ^  — 


"AND  ALL  WHO  ARE  PULL  OP 
IMPUDENCE  DURIN&THE 
DAY  ARE  MADE  SMALL  BY 
THE  MAGIC  FORMULA  "  — 

ADOLP  HITLER, 


1^ 


I 


J' 
I  - 


-   -1^  ■ 


THE  PAGE  WHERE  YOU  CAN  TALK  ABOUT  EVERYONE  INVOLVED  WITH  THE 
MAGAZINE  WITHOUT  THEM  FINDING  OUT  UNTIL  IT'S  BEEN  PRINTED! 


Ha!  Here  we  are  again,  back  where  the  real  action  is.  I'm 
Mervyn,  of  course,  and  I  get  the  dubious  honour  of  sorting  out 
the  mail  you  send  in,  and  passing  it  on  to  someone  who  can 
read.  There  have  been  a  lot  of  letters  over  the  last  couple  of 
months,  mostly  about  our  second  issiie,  although  there  were 
one  or  two  dimmies  who'd  only  just  found  out  about  DICEM  AN 
1  (I  blame  the  parents), 

I've  selected  a  few  letters  to  appear  on  the  page  opposite  in  all 
their  glory,  mainly  because  they  mention  the  matters  that  most 
of  you  wanted  to  raise... the  number  of  stories  per  issue,  the 
complexity  of  the  games,  and  the  introduction  of  our  title  hero. 
The  Diceman,  which  was- in  the  humble  opinion  of  Niall  Ben- 
nett from  Belfast -excellent.  His  'cursed'  dice  and  the  pulp 
style  make  him  a  favourite  character,  and  Graham  Manley's 
art  was  great.  Similar  sentiments  were  echoed  by  Demetrius 
Kaminarides  of  London:  Diceman  I  enjoyed  a  lot,  especially 
the  mothmen,  and  Astragal  although  our  first  hint  of  trouble, 
if  not  our  last,  comes  from  John  McDonagh  of  Manchester: 
Please  increase  the  detail  of  the  rules  in  the  Diceman  game.  I 
had  to  read  them  several  times  before  I  could  play  it.  Edward 
Young  from  Tisbury,  however,  had  no  complaints;  quite  the 
reverse. .  DICEMAN  2  was  ten  times  better  than  DICEMAN 
1 .  From  now  on,  I  want  to  see  The  Diceman  and  Slaine  in 
every  issue.  Right?  Well,  uh,  funny  you  should  mention  it,  oh, 
all  right. 

Zack  Cox  from  Essex  also  took  to  Rick  Fortune,  and  hopes  to 
see  a  lot,  lot  more  of  him,  which  I'm  sure  can  be  arranged. 
Zack  also  liked  the  games,  and  he  toved  the  front  cover -but 
then  the  airy-fairy  back-slapping  stuff  had  to  stop... My  only 
complaint  is  that  there  are  no  free  gifts.  Coloured  posters  of 
the  characters,  for  example.  Hint  hint.  And  since  we're  in  the 
mood  for  a  spot  of  whining,  step  forward  Jamie  MacRea  of  In- 
verness: I  would  like  to  know  tf  there  is  a  way  to  subscribe  to 
the  magazine,  because  I  had  a  right  hassle  finding  it.  There 
isn't,  as  far  as  I  know,  but  I'm  sorry  you  had  any  trouble.  If 
you've  managed  to  get  hold  of  this,  try  giving  your  newsagent 
plenty  of  warning  to  get  you  a  copy  of  DICEMAN  4 -on  sale  in 
the  first  week  of  August.  And  you  all  thought  I'd  have  trouble 
getting  that  in.  More  harsh  words  from  merciless  readers: 
make  It  harder  next  timel  was  the  warning  from  Sandy  White 
of  Bristol,  though  he  didn't  have  the  quiet  authority  of  Gareth 
(The  Slayer)  Soper  from  Neath ,  who  describes  himself  as  a  pro- 
fessional FF  and  RPG  player,  and  who  goes  on  to  say  make 
your  games  a  little  harder,  because  superb  warlords  such  as 
myself  find  them  a  little  easy.  And  if  you  reckon  The  Slayer 
sounds  a  bit  weird  in  the  head,  make  room  for  Robin  Hughes  of 
Windsor:  I  am  an  insane  92-year-old  hippy.. .and  I  think 
DICEMAN  is  excellent.  It  was  a  shaky  start,  followed  by  a  good 
bit.  Then  came  the  boot. .  .1  started  to  open  the  rotting  pages 
of  DICEMAN  2,  and  I  nearly  done  myself  a  mischief.  Ham- 
merstein,  the  ABC  Warrior,  was  in  it.  I  was  looking  forward 
to  a  great  game.  IT  WAS  OVER  IN  SECONDS.  Often  the  way, 
matey.  The  insane  hippy  wasn't  alone  either;  witness  Graham 
Spicer  of  Woking:  the  Hammerstein  adventure  was  a  let- 


easy  and  a  bit  short... I  think  you  should  have  only  two, 
longer  stories  per  issue. 

The  poor  sap  vyho  edits  DICEMAN  talks  about  stories  per  issue 

over  there  but  the  ABC  story  couldn't  be  too  complex 

because  of  the  limited  number  of  pages  it  had -and  Rick  For- 
tune's debut  meant  it  couldn't  have  more.  Still,  at  least  Djuro 
Rnic,  his  spelling  not  mine,  enjoyed  himself:  ABC  Warrior  was 
amazing.  I  shrieked  with  delight  when  I  killed  Volgo.  Why 
don't  you  make  this  into  a  computer  game?  That  would  be 
even  better.  1  expect  some  smarty-pants  will  volunteer  to  do 
just  that.  James  Stewart  from  Plymouth,  it  must  be  said,  shared 
these  feelings  towards  the  Hammerstein  game... It  was  the 
hardest  game  and  it  was  the  best,  i  got  destroyed  four  times, 
but  I  destroyed  Volgo  fifth  time  around.  I  don't  think  I'd  be 
any  good  as  an  ABC  Warrior.  This  modest  approach  is 
astonishingly  rare  in  your  letters.  If  he'd  only  kept  up  that  in- 
gratiating tone,  I  might  have  sent  him  a  special  MERVYN 
T-SHIRT- but  I  should  have  known  it  wouldn't  last:  I  didn't 
want  to  waste  a  stamp  writing  to  you,  but  I  didn't  think  you 
would  pay  cash  on  delivery.  Oh,  hardyhardyharharhar.  Isup- 
pose  you  think  that's  really  clever.  Well,  keep  those  letters 
flooding  in,  and  who  knows?  You  could  win  yourself  a  fabulous 
and  fashionable  MERVYN  T-SHIRT  (but  you  can't  really, 
because  there's  no  such  thing  as  a  Mervyn  T-Shirt;  now  that  is 
really  clever). 


From  Illegible  Signature,  Eastham: 

Dear  DICEMAN, 

May  I  say  how  amazingly  impressed 
was  at  the  character  Rick  Fortune,  The 
Diceman,  partly  because  one  of  my 
favourite  heroes  was  Rick  Deckard,  The 
Bladerunner.  Is  there  a  connection 
between  the  two?  If  not,  I  am  still  very 
pleased  with  the  story,  with  its  stagger- 
ing original  creation  The  Dice  Of  Destiny. 


The  Diceman  is  in  the  same  genre  as  The 
Bladerunner,  so  I  guess  that's  where  the 
similarity  lies.  Some  readers  may  also 
see  links  with  H  P  Lovecraft,  Bond,  In- 
diana Jones,  Bogart  and  even  Dennis 
Wheatley,  but  Rick  is  really  his  own  man. 
Only  one  person  actually  inspired  him:  a 
writer  called  Charles  Fort,  the  Father  of 
Thenomenonalism'  -  the  study  of  weird 
and  unexplained  events -who  wrote  a 
series  of  books  on  the  subject  (The  Book 
Of  The  Damned,  Lol,  etc).  Fort  lived  in 
poverty  in  the  Bronx,  had  a  dislike  for 
authority,  and  held  the  view  that  our 
world  is  a  much  stranger  place  than 
scientists  would  have  us  believe -all  of 
which  are  echoed  in  Rick  Fortune. 
Pat  Mills. 

From  Kevin,  Cardiff: 

J-' 

Dear  Sir  (sorry,  I  couldn't  bring  myself  to 
write  to  some  imaginary  Hobgoblin  call- 
ed 'Mervyn'-does  this  mean  I  lose  my 
warp  rating?)  (No,  only  the  use  of  your 
kneecaps.  Merv), 

I 'd  like  to  say  that  I  enjoyed  the  second 
issue  of  DICEMAN -it's  certainly 
different!  I  have  one  major  criticism, 
however,  one  which  seems  to  be  echoed 
by  several  of  your  readers:  the  adven- 
tures are  simply  too  short.  I  have  arrived 
at  this  visual  fantasy  game  format  from 
the  gamebook  camp,  and  find  their 
200-400  paragraph  format  more  satis- 
fying. Could  you  have  just  one  or  two 
longer  adventures  please?  A  second 
point:  I  found  the  stories,  although 
beautifully  written  and  illustrated,  to  be 
too  easy. 


From  Andrew  Clarke,  Exeter: 

Dear  DICEMAN, 

A  few  thoughts  on  Issues  1  &  2...  the 
pressing  problem,  for  improving  the 
quality  of  both  games  and  storylines,  is 


I ouess  A 

MA&GOT  LIKE  VOU 
CRN  TURN  INTO 
AFLV. 


that  of  SPACE  -  but  how  to  get  it?  One 
issue  devoted  to  a  single  adventure  is  a 
no-no.  I  certainly  would  not  buy  a 
DICEMAN  which  contained  Slalne,  but 
nothing  else  -  although  I  would  buy  a 
Nemesis  issue,  which  other  people 
might  not.  A  two-game  magazine  is 
better,  but  still  lacks  variety.  Three 
games  gives  a  good  range,  but  greater 
length  is  needed  to  provide  complexity. 
Therefore  I  tentatively  suggest  (because 
I  know  there  are  marketing  reasons  for 
the  decision  to  price  DICEMAN  at 
£  1 .45)  that  you  raise  the  cover  price  to 
around  two  quid,  and  add  more  pages. 
Then  you  could  run,  say,  two  stories  of 
100  frames  each,  and  a  lead  story  of 
200  frames.  Once  the  initial  novelty  of 
the  comic  strip/game  has  worn  off,  I 


*  i 

*  I 

*  < 
* 
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think  you  will  need  to  make  the  games 
meatier  to  sustain  interest.  I  hope  I  have 
not  been  unduly  negative,  only  you  have 
a  real  hot  idea  in  DICEMAN,  and  I'd  like  to 
see  it  remain  hot  and  realise  its  potential. 

I'd  like  DICEMAN  to  stay  hot  too,  but 
don't  worry  about  being  critical.  The 
letters  we've  been  getting  show  us  how 
you  want  the  magazine  to  look  in  the 
future,  so  please  keep  up  the  feedback. 
A  couple  of  things  have  already  become 
clear:  we  all  want  the  games  to  be  more 
challenging,  but  there's  a  snag... the 
more  complex  the  game,  the  more  pages 
it  takes  up.  I  don't  think  a  price  rise,  to 
pay  for  extra  pages  to  be  added  on,  is  the 
answer.  At  £1.45  DICEMAN  isn't 
cheap,  but  it  is  good  value  for  money.  It 
might  be  even  better  if  it  had  longer 
stories,  but  a  £2  DICEMAN  would  be  out 
of  the  range  of  too  many  pockets,  and 
would  stop  it  reaching  the  audience  it 
deserves.  (If  an  avalanche  of  Postal 
Orders  suggests  otherwise,  I'll  let  you 
know). 

Small  amounts  of  text,  as  in  this  issue's 
Diceman  and  Torquemada  games,  help 
add  a  little  complexity  -  but  in  the  long 
term  I  think  running  2  bigger  stories  will 
prove  to  be  our  best  bet.  At  least,  I  hope 
it  will,  because  by  the  time  you  read  this 
I'll  be  working  on  2  bigger  stories  for 
Issue  4:  an  extra-length  Diceman  and  an 
extra-length  Slalne.  Will  we  put  off 
readers  who  don't  rate  those 
characters?  Or  will  we  pull  in  those  who 
want  more  meat  on  their  games?  Will 
DICEMAN  Issue  5  have  3  stories?  2?  4? 
Will  a  deluge  of  letters  tell  us  the  answers 
to  any  of  these  questions?  Find  out  in 
your  super  soaraway  2-story  August 
issue  of... DICEMAN! 

Simon  Cellar. 


If  YOU  want  to  see 
your  name  in  print, 
write  to  MER  V,  2000 
AD'S  DICEMAN, 
KING'S  REACH 

TOWER 
(YOUTH  GROUP) , 

STAMFORD 
STREET,  LONDON 

SE19LS. 
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lOli  iiri'  tiw  moiit  evil  rmni  in  Uu-  World:  T( )K{^L[L.\LAJ )A,  Cirumi  .VUtsUr  oj  Tcr- 
miij/it  -  Kiirtii,  tJunistirul^  of  years  in  the  future. 

You  have  been  aiptuml  by  yoiir  qraiti:^!  irncmy- \LM f>SlS  HiK  UV\KI.OCK, 
iexuicr  of  the  Aliens  you  haw  sworn  to  exterminate* 

HcUi  in  a  stasis  baim,  pcniviits*  to  rc^Ut,  you  look  up  as  \emesis  reiuis  from  a  vast 
list  of  vour  crimes: 

AlU'fts  oil  a  tiu)itsami  pCuru'ts  put  to  tieath  bv  your  ^lenninalors.,.  Humans  im- 
prisoned ami  tortured  for  irviiuj  to  save  tiwm,..  Ijitire  species  cYUrrniruiUil 
DtxtUi.'^c  Uu"v  ^vcrc  Uiijferent*  to  fiunuiu-bcimis, • . 

'  *  Heeausc  thc\'  wvrc  lin'UinU ,  * '  you  IriUTrupl,  '  *atui  tiicre  can  be  oiiiy  otu*  st  fiU^ruc 
|or  IM'iatU)ri  Dl^XTlii*' 

''/Vs  you  scaUttccil  the  /oUotvimj, ' '  contiuuv.s  \cmc>ils,  tompluiiiu]  the  list  o\  vour 
vxetims. 

'MV'iiitl*^  you  crv^"l'ou  inUsai  some  out.  ^ '  Yon  reel  off  more  pUwwL^  vyfvosf  in- 
fuibituuLs  emied  up  lu  your  i^tipouri^ation  vtiU,-,  Solar  systems  'cleurksai'  with 
deadly  rtuliatiou-,.  Alien  Uuilers  cveiuttui  after  t\wy  bee\^ed  you  to  /onjet  t\u:  past 
axui  make  pCiX4:e- . . 

aou  know  my  motto:  \!:\'f:K  /orqctf  MA^KR  fonyxvel  MA'I:K  for  fxm\  I  pcr- 
soruiUy  cut  off  tlunr  sUmy  luruils! ' '  you  proclaim  prouiUy, 


''I'ou'rc  a  sick  liu^ot!  .An  c\'il  |uscUtJ"  sruirU  \c*ricsis, 

I- 

"l\'hul("'  vou  rftort.  "Htnv  U/VKJ^  you  cali  ifw  a  bh]oi  urul  it  /iU*;clstr  I'lv  fiiit  up 
vi'itii  vour  tiuiulb;  iimi  lUnisi' -  hut  t/iLs  tirni'  \ou  qo  ']"()()  i  .AKf 

"I  AM  J'Mi:  SlIPKK.Mi;  HlCiO'I  f  I  AM  THi:  tll/riMA  Ti:  i  A^sasi  f 

"TJujuk,';  U>  inv  tJUjotns  mv  fuitrctl,  I  uiiiUul  liu'  Hurmin  Kiui' lUjuirtst  (/u'  rest  o\  t/ic 
Oiiliwr  l  or  t/u*  first  tiim*  in  Kurtii's  hUu>r\',  liuiruiius  lu)  Uifu^iT  kiU  i-tuh  ot/uT  i| 
Uu'v'ri'  a  di|jt*rt'nt  colour,  crt'ol,  or  poUlUul  l)du*(... 

' '  Hi'Ctiusi*  now  u'C'v*c  rttiUv  ijoi  sornct/iitu|  U)  luiU* . .  ..stMiii'lJiifui  U>  |t'(ir  , .  .sinut'l/titu] 
U)  KilJJ  Out  tiitTf-iu  sliuci'-urf  crcuturcs  u'lio  luc  rt'uUv  tiif  (crt'rit. . .  rciiUv 
Mvirtl. A  Unixvrsc  fuU  ii|  'cmf" 

"^'ou  niiit  on  until  Ncmcsl?;  t]i\'cji  vou  a  hoof  in  t/u*  liuf. 

"'J'fuil's  ritjJu, ' '  vou  snvtT.  ' ' Kick u  fiuman  u-ficn  lu'  ain't  fujlit  Inick -  tiuit's  u'fuit 
I'll  cxpt'ct  from  iin  AUcnl 

Comt*  on -do  vour  worst (  i  'm  not  a\Ta'ui  o\  t\  IKnHunll" 


XafwsistKirusaoivnat  vou.  "Ti:*,  I  knou- tiuit.  Ami  I  rfulisc  t/im  's  ruU/iiru;  vou'il 
oijov  rruirc  ihan  \or  nu:  U>  kill  or  U)rturc  vou  -  to  jii>li|v  vour  m'il  ilottriiu',  urui 
bt'iomc  a  nxariyr  to  t/14:  Ifunuin  Race. 

"So  I  funr  pn-pu rt'il so ffu-tliintj  a  tittlv  more  ...  sululc. 
MraVRj;i.\  Of  AUKS  inAAiSAiiSl'* 

You  look  (irouiul  at  t/tt'  slruniH'  crt'U lures  o|  t/iis  nii^fumari'  U'orLl  iwul  rnuttvr, 
•'Oh,  |oul  urul  unspi'ukuhU-  art-  tiu*  mivs  o/'tiiv  Do'iunLs. 
LoaUusomc  tiu*ir  looks. .  -  " 


lock  chuckle.";,  "Ami  vou 'U  have  to  a*;k  TIWAR  help  to  escape.  'I  he  oniv 
o\  liu'  QartU:n  is  by  JiLJXti  KiMJ  TO  AlJi.XS.  That  is  vour  puftishmeni, 


The  Warlock  chuckle.";, 
way  out 

Torijuemoiiuf " 


'  'To  itiUv  with  tiu'  Deviant:'  1  iave  iruek  witii  lite  Uvlru-Terrestriair  Gii'C  succour  to 
liu'  *>iu:cuhusr  NLV'LRJ ' '  you  scream. 


'Hut  it's  vour  onlv  chame.  Arui  it  still  won'\  be  Ciisv -  because  sona'  0/  liiem  will 
L\l\.  and  0 tilers  will  tn*  U)  kill  vou. 

'  Ton  mu."; t  tieciiie-  which  Aliefus  to  fujht. . .  u-hich  one.s  to  hefriemi.  ..It  will  he  a  real 
tejit  oj  your  famous  cunnim). 

"Arul  ij  you  fail,  it  iriU  riuan  I -a  nure  AlicJi-ani  srmirterl  Tliat  will  be  the 
uUinuite  fiumiliationf 

"()/  course,  if  vou 're  loo  acarcd  io  o-en  irv. . .  T  "  Xeriu'^'^U  panoses  ami  leers  down  at 
you . 

"IVeU,..  are  voui*" 


IF  YOU  ACCEPT 

THE  WARLOCK'S 

CHALLENGE, 
TURN  TO  RULES 
PAGE  OVERLEAF 


.„  PURLf  ^ 

^  To  succccti,  vou  ^t'itl  ru'cxl  Ui 
•  maintuin  a  rc<i>oruibU'  PllRITl' 
JLVllNU.  Puritv  points  arc  a 
combination  of*  strcnqlh,  in- 
lt'Uii7t'n4:t'  ami  luitrt'd  of  .Alitnus. 

ConipU'U'  voui  ruritv  Ratinij 
atui  noU'  it  tl4.nvn  on  your  score 

'I'DKQU  LM  A  UA  -  Uranil 

KoU  oru'  (lie  arul  lulil 
to  above 

IH I  Kl'lT  RATING   


1)  RoU  t>i»o  dice  for  vonrself. 
Adii  +  1  to  tiie  totiiT  bcuiu^e 
vou'rc  a  bloodtiiirslv  faruitic. 

2)  RoK  t>vo  diee  (or  tiie  ALurrt, 

3)  If  vou  fiavt'  tiic  fu47fuT  score, 
you  fiuve  u'oufuieil  tiie  Alien. 
Deituel  tiie  difference  in  your 
scores  from  tiie  Ati^'s  Combat 


i 


4Wf  tiu' Alien  Kas  t/ie  /iii]iier  score,  '{^^ 
he  fuii  >i'ouiule<l  you.  IJetluct  the  v 
difference  in  your  scores  from  your 
I^urity  Rating. 

51  C  ontinue  until  the  Allt'n  \u\s>  ru) 
point*  teft-e.q.  is  dciul. 

Aild  lJu'  AtU^i  s  ORKilNAL 
combat  ratiiuj  to  your  OM*n.  'J'hU  is> 
your  'prize'  atul  proves  you're  still 
pure. 


Ht  X'lGIIANTf 

I'ou  nwv  carry  u'itli  vou  three  objects -\() 
Mt)Ri:-aml  a  sivt>rd  you'll  be  provldeil  witli. 
As  vou  mo\x'  \rom  picture  to  picture,  you  may 
pick  up  any  item  or  items  \'0u  tiiirUt  rmiy  be 
iweful.,.a  (j^urtto -blaster,  a  ke\'  or  a  lute,  for 
i?LStaTu:e. 

MAKf:  A  xo  ri:  or  what  voitrk  carrv- 

I\G  ON  TOUR  SCORi:  SHKET. 


\  * 


■r 


If  you're  cam'iiuj  three  objce 
and  see  sorm'thin^  eUc  you 
want,  vou  u'iU  fuive  ti>  <jet  rlid  of 
an  object  to  rmike  room  for  it. 
[^No  need  to  tuite  it<  location  -  it 
will  aulormiticaUy  dLsappear 
when  you  drop  it) .  Ameiul  your 
score  sheet  accordiiujly. 


If  vou  ^iil  an  Alien,  vou 
fiuiy  cou?it  his  heiul  as  one 
of  your  objects.  It  fni<]ht  be 
u.<ef ul  til  show  other  Alierts 
you  mean  luis iness.  'J  here 
are  fu)  itustructiorts  in  tlie 
qame  abouK  ivfien  to  pick 
up  objects  or  behead 
Alien.s.  lOU  IJIX'lUJ: 
THISrOllRSLIJ  .  AlUfus* 
clothes  do  not  couTit  as 
V,"^  objeets  aitd  no,  vou  caniu)t 
y^^^r  tiicm. 


1' 


\\VA\AV\A 

lAvr\'  tinu:  vou  befrierul  ur 
are  fi  urn  ilia  ted  by  an 
/\licn,  vou  will  U)se  Purity 
Points, 

IV I  ti lilt's  tlu'  only  wav  out 
of  the  Garden*  so  choose 
vo  u  r  *  f  r ie uds  '  wi tfi 
cure  -  esf>eciaUv  tts  soiru:  of 
thein  nuiy  lie  to  vou. 


1 


7u 


■  ^ 


/ 
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1 1  your  Purity  Raliiu]  (alls 
below  a  certaifi  le\vl,  you  u'iU 
become...  IMPURJ:. 

Sometliirvii  appallimj  tiuiy  Juip- 
pen  to  you  tiien. 

There  \WU  be  Purity  ciiecJts  from 
time  to  tinu*  as  you  hciid  throtujh 
liie  liar  den.  Until  Ou-n,  you  can 
o\xi\  t]ue>s  bow  low  your  Purity 
Ratiiu?  can  be  to  survive,  or  your 
awful  fate  if  vou  become 
impure 


I'ou  rmiv  /  wul  yourself  tjoiruj  lei  ifie 
suTue  iocaiion  tvi'ice-in  which 
cojje  voii  ?nav  f  ujfil  t/ie  same  alien 
Oi^ain,  Tiuike  ihe  sartu'  OR  \H\  - 
KLRLXr  I)i:CISl()\S.  In  tfu' 
U'arlock's  Garden,  iJie  nornuil 
rulc5  of  Reality  ilo  not  apply. 

You  are  now  reoxly  to  bei]in  your 
luiventurc... Happy  Gartle'nimjf 
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^  BOSCH  ^ 
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The  warlock 

VANISHBS  AND 
you  FIND  VOURSELF 
RLONE,..Rf<OUND  YOU 
flftE  VARIOUS  OBJECTS. 

you  M^ypurup  to 

THREE  IN  YOUR  B^G. 

(NOTE  THEM  ON  YOUR 
SCORE  SHEET).., 


Will  you  then  go 

NORTH?  (GO  to  25) 
SOUTH?  (7)  ERST? 
(t1)0R  WEST?  (13) 
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You  ENTER  THE 


you  FIGHT  THE /ALIENS.. 
LiZRRDS'  RRTING  '  3 


5^ 


IF  YOU  KILL  THEM  ,  GO  TO  ^6. 
REME/VISeR- you  t^RY  KEEP 
THEIR  HEADS  R5  TWO  OBJECTS. 


MR  FLOPPY  SUDDENLY 
LUNGES  RT  YOU  WITH 
HIS  PIKE.  YOU  FIGHT  TO  THE 
DEATH.  RABBIT'S  RATING:  6. 


>;■■ 
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/f  yoa  AC/LL  HIM,  REME/\ABER  YOU 
MAY  KEEP  HIS  HEAD  AS  ONE  OF 
YOUR  OBJECTS.  WILL  YOU  NOW  GO 
NORTH ? (GOTO  25) EAST ? (U) 
OR  SOUTH?  (7) 


LOOK  /IT'S 
TORQUEAAADfl 


MOST 


MAN 


Ml 


^5 


□j 


V 


4' 


i 


LLY 

R5T  WE  WA 
A  LITTL 


/ 


mi 


W/LL  you  8uy  rwE/vi  a  drink  ?  go  to  attack 

THEM  ?  GO  TO  8^.  OR  TAKE  AN  ALIEN'S  HEAP 
FROM  YOUR  BAG  (IF  YOU  HAVE  ONE  )  AND  SAY 
"RIGHT,  YOU  WEIRDOS!  WHO  W^NTS  SOME  OF 
THIS!"?  G0T0  2L 


V 


1 


K 


WE'VE  SOME  OLD  SCORES  TO 
SETTLE  WITH  THAT  PSYCHO/ 


^1 


"IT'S  NO  GOOD  LOOKING  HERE! 
)  FEEBLE-MINDED  HUMAN !  DID 
N  you  REALLY  THINK  I'D  MAKE 
^  THE  CLUE  SO  OBVIOUS  ?" 


\ 


LOSE  3  POINTS  FOR  BEING 
OUTSMARTED  BY  AN  ALIEN 
AND  GO  BACK  TO  16. 


1 


Two  WEIRD  ALfENS  f^PPROACH  YOU,.. 


mm 


IT'S  THE  DIRTY 
DflGO— TOMAS  D6 
TORQUEA/VflDfl  / 


SIGN  THIS  DOCUMENT 
SAYING  YOU  ARE  TRULY 
SORRY  FOR  KILLING  ALIENS  ? 


COME  HERE, 

YOU  LOVELY 
BOY  / 


I 


V 
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SO  YOU  WANT  TO  TAKE 
PASSAGE  ON  THE  SHIP  OF 
FOOLS  ?  I  WANT  PAYMENT 
IN  HEADS. 


IF  you  Hf\VE  f\  HEAD  IN 
YOUR  BRGi  GO  TO  35. 
IF  YOU  HAVE  TWO  HE^DS 
AND  WISH  TO  GfVE  THEM 
TO  THE  Cf^PTmN,  GO  TO  63. 
OTHERWISE  YOU  MUST 
WALK  ACROSS  THE  ICE. 
GO  T0  3(^. 


10 


GIVE 
ME  A  KISS  ; 


4  ^  1    I  t  % 

—  M  4  h  ;  *^»'  tit  -  o  V* 


■  -: 


*      *^    *^   I " 

J,  1  o  r*  ^  ^ 


iP  YOU  DECIDE,.. 

TO  SIGN*  GO  TO  19. 

TO  KISS  THE  PIG,  GOTO^S. 

TO  KILL  THE  DWARF.  GO  TO 

TO  KILL  THE  PIG,  GO  TO 31. 


33. 


i 


I" 


) 


The  captain  takes  the  dripping  head 
and  explains  he  '5  a  collector.  you 
understand  as  you've  quite  a  few 

OVER  YOUR  OWN  MANTELPIECE. 
HE  USHERS  YOU  ABOARD.  GO  TO 


t 


1 


Si 


11 


YOU'RE  SHOCKED  TO  SEE,,, 


CANDIDA!  hKi\N\FEi 
DANCING  IN  HER  SLEEP 
WITH. ..WITH  ALIENS! 


'J 


1l 


IS  IT  CANDY  OR 
WORSE...  A  SHAPE 


LLUS 


0 


Will  you  attack  the  aliens  ?  go  to 2. 

OR  WILL  you  ATTACK  "CANDIDA"?  GO  TO  ^2. 


13 
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HELLO/  I'M 
AAR  FLOPPY/ 


AN  ALIEN 
OH,  FOUL 


RABBIT/ 
..FOUL  / 


-  ^ 


Ll     I  TV*  I 


i 


^1-  ^: 


/ 


I  I. 
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WOULD  YOU  LIKE  TO 
GIVE  ME  A  STROKE  ? 


1^ 


■3*-.... 


I'D  LOVE  TO /MANY 
ALIENS  HAVE  HAD  A 
STROKE  AFTER  I'VE 
TORTURED  THEM  .' 


15 


NO,  NO,  A 

PROPER 

STROKE / 


OR  HAVE  YOU  GOT  SOME 
THING  1  COULD  EAT  ? 


>■  -J- 


///. 


it 


f 


IF  you  Wf^NT... 
TO  KILL  f\AR  PLOPPy,  GO  T03 
TO  STROKE  H/M  PROPERLY, 
GO  TO 32. 

iP  you  HRVE  SOMETHING  /M 

YOUR  SAG  YOU  THINK  HE'D 
LIKE,  TAKE  IT  OUT  NOW. 
THEN  GO  TOZ&. 


16 


you  MUST  NOW  DECtOE 
WHICH  NUMBER  TO  GO  TO 
NEXT  BY  LOOKING  CLOSELY  f^T  THE 
SCENE.  IF  YOU  TRYA  NUMBER  f\NO  IT 
DOESN'T  Mf\KE  SENSE  —  RETURN 
HERE  (SO  MRKE  A  NOTE  OF  THIS 
LOCATION). 


T 


■v 


*  f 


tir. 


\ 


17 


You  PUT  THE  MEDAL  (N  YOUR 
BAG.  REMEMBER  IT  COUNTS 
AS  ONE  OF  YOUR  THREE  OBJECTS, 


ft  ^ 


I  -m 


I* 


1  H 


.  .<x: 


IT  HAD  BETTER 
BE  WORTH  IT. 


18 


J'  ! 


I  I 


V 

'1 


You  WEAft 

OANCING 
ABOVE,  IF 
YOU  WISH 
TO  VISIT 

THE  DANCE 
FLOOR, 
GO  TO  10L 
IF  YOU'D 
RATHER 
STAY  IN 
THE  BAR, 
GO  TOST. 


19 


VERY  WELL,  I'LLSIGN.  I  GATHER  IT'S  THE 
ONLY  WAY  I'LL  GET  OUT  OF  THIS  HELL-HOLE. 


20 


GRACIAS,S6N0Rr  IN  RETURN .  A  WARNING... 

 WHEN  YOU  REACH  THE  BURNING  CITY, 

CROSS  BY  THE  BRIDGE.  DON'T  TRY  JUAAPING 
ACROSS  THE  MOAT— IT'S  A  TRAP? 


n 


5? 


i 


IF  YOU'RE  LYING, 
I'LL  BE  BACK... 


LOSS  OF  PURITY:  6  POINTS. 


21 


RIGHT,  YOU 
WEIRDOS  /  WHO 
WANTS  SO^AE 
OF  THIS  ? 


WILL  you  NOW  GO  NORTH  ? 
(GO  T015)ef\ST?{U)  OR 
WEST?  (13). 


r. 


22 


4 


HE  MEANS 
BUSINESS 


TNE  RLIENS  JUfAP  OFF  THE  SHIP, 
GAIN  3  PURITY  POINTS  FOR 
TERROR/SING  THEM.  YOU  MRNA&E 
TO  GRf\B  THE  L/^STONE... 


SCAT! 


1 


WAITf 


23 


WH-WHAT  DO 
YOU  W-WANT? 


24 


A-ALL  RIGHT  /  WHEN  YOU  REACH  ^ 

  THE  BURNING  CITY.  JUMP  ACROSS 

THE  W\OAT...DON^T  USE  THE  BRIDGE. 
IT'S  A  TRAP/ 


INFORMATION  / 
TALK,  DEVIANT 
...AND  FAST  / 


*  * 


£3 


YOU  HEAR  Df\NCING  ABOVE,  fF  YOU  WISH 
TO  GO  THERE,  GO  TO  101. 
IF  YOU'D  Rf\THER  STRY  IN  THE  BRR^GO  TO  37. 


RRRiVE  ON  THE  EDGE  OF 
^TLV  FROZEN  SER... 


/ 


r      .  .T  ■ 


■y  t 


it?':' 


I.  ^  ^ 


I  I 


\ 


7 


1^ 


Will  you  trrvel  /across  the  ice  ?  go  to 3^ 

OR  By  SHIP  ?  GO  TO  9, 


26 


4k 


IF  YOU  OFFERED  MR  FLOPPY  AN 
RLIEN'S  HERD,  HE  SRYS/'THRNKS 
VERY  MUCH,  TORQUEMaOR."  <^ 

LOSE  ;  POINT  FOR  FEEDtNG  AN 
ALiENRND  GO  TOSS. 


IF  YOU  OFFERED  HIM  R  CRRROT,  HE 
^  SRYS,  ''I'M  NOT  R  PACIFIST  VEGGIE 
J  BUNNY!  I  WRNT  RRW  MEAT  !" 

/  LOSE  f  POINT  FOR  OFFERING  AN 
'   ALIEN  FOOD  AND  GOTO  3. 

IF  YOU  OFFERED  MR  FLOPPY  ANY- 
J  THING  ELSE,  HE  TURNS  (T  DOWN. 


i 


4  ^'iS 


LOSE  1  POINT  FOR  OFFERING  AN 
ALIEN  FOOD  AND  GO  TO 3. 


A 


29 


You  TRUDGE  THROUGH 
THE  V^ASTELAND  UNTIL 
THE  TRACK  LINKS  UP  WITH 
THE  WEST  PATH  AGAIN.,. 


30 


27 


NOT  SO  FAST/ 
WE  SHALL 
WANT  PAVING... 


28 


A  MEDAL,  PERHAPS 

...A  POSTHUMOUS 
AWARD  FOR  DYING 
FOR  OUR  PLANET. 


OR  HIS  SWORD. 

WE'D  REALLY 
LIKE  THAT  { 


4  « 


/J 

,  i 


^  ^1 


WHAT  IS  IT 
YOU  WANT? 


If  YOU  HAVE  THE  MEDAL  OR  THE 
SWORD,  DECIDE  WHICH  YOU'LL  GIVE 
TO  THE  SKELETONS  AND  GO  TO  87, 
IF  YOU  HAVE  NEITHER,  YOU  MUST 
WALK.  GOTO  35, 


YOU'RE  BOMBARDED  WITH  LAVA  FROM  THE  BURNING 
CITY.  LOSE  2  POINTS  FOR  DAMAGE. 


H'MM...  A  FLAG 
MIGHT  PERSUADE 
THE  DEVIANTS  I'M 
ONTHEIRSIDE... 


-!>-, 


J*  4. 


i4 


4*r 


sr-' 


■■'As 


,^  "   


'\    :■  ■  - 


/F  you  rooK  a  flag  from 

THE  SHIP,  GOTOSe. 
IF  YOU  DID  NOT,  GO  TO 


.1' 


V 


it 


1 


V 


REVOLTED  B  Y  THE  PIG 'S  FOUL 
SUGGESTION,  YOU  ATTACK  IT. 

ALIEN  FIG  \S  RA  TING  :  H 

IF  YOU  KILL  IT,  REMEMBER  YOU  MAY 
KEEP  ITS  HEAD  AS  ONE  OF  YOUR 

OBJECTS. 
WILL  YOU  NO  W  GO  NORTH?  (GO  TO  25) 

EAST?  (II)  OR  WEST?  (13). 


32 


YOlJ  GIVE  THE  RABBIT  A  STROKE.  AS 
YOUR  HAND  CARESSES  HIS  TIIROA  I\ 
YOU  RESIST  THE  TEMPI  A  TIOX  TO 

SQUEEZE... 

LOSE  3  POINTS  FOR  STROKING  AN 

ALIEN  AND  GO  TO  55. 


33 


LIVID  THA  T  THE  DWARF  SHOULD  SUG- 
GEST SOMETHING  SO  OUTRAGEOUS. 

YOU  ATTACK  IT. 

ALIEN  DWARF'S  RATING  :  S 

IF  YOU  KILL  IT,  REMEMBER  YOU  MAY 
KEEP  ITS  HEAD  AS  ONE  OF  YOUR 

OBJECTS. 

WILL  YOU  NOW  GO  NORTH?  (GO  TO  25) 

EAST?  (11)  OR  WEST?  (13) 


34 


IF  YOU  HA  VE  ICE  SKA  TES  IN  YOUR 
BAG,  YOU  PUT  THEM  ON  HERE.  GO  TO 

90. 


IF  YOU  DO  NOT  HA  VE  SKA  TES  IN  YOUR 
BAG,  YOU  FALL  THROUGH  THE 
ICE  -  BUT  YOU  DO  NOT  DIE. . .  YOU  GO 

TO  79. 


35 


THE  CAPTAIN  TAKES  THE  DRIPPING 
HEAD  AND  EXPLAINS  HE'S  A  COLLEC 
TOR.  YOU  UNDERSTAND,  AS  YOU'VE 
QUITE  A  FEW  OVER  YOUR  OWN 

MANTELPIECE. 


HE  USHERS  YOU  ABOARD.  GO  TO  ^. 


\  *  ^ 


i 


YO  U  A  TTA  CK  THE  CREA  PURE. 


ALIEN  DRINKER'S  RATING  :  H 

IF  YOU  KILL  HIM,  YOU  TAKE  THE 
MEDAL  AS  ONE  OF  YOUR  THREE 

OBJECTS.  GO  TO  I S. 


37 


THE  SHIP  REACHES  THE  OTHER  SIDE 
OF  THE  SEA  AND  YOU  DISEMBARK. 

IF  YOUR  PURITY  RA  TING  IS  8  OR  LESS 
HERE,  GO  TO  79.  IF  TPS  MORE,  GO  TO 

57. 


38 


A  SPLIT-SECOND  BEFORE  THE  SPIKES 
IMPALE  YOU,  YOU  USE  THE  GOLD  KEY 

TO  OPEN  A  SECRET  DOOR  A  T  THE 
BACK.  YOU  EMERGE  IN  A  TUBE  THAT 
WILL  TAKE  YOU  BACK  TO  YOUR  OWN 

WORLD.  GO  TO  1 03. 


39 


YOU  WA  VE  THE  FLAG  AND  THE  LA  VA 
BOMBARDMENT  STOPS.  GO  TO  HI. 


40 


YOU'RE  HIT  BY  MORE  LA  VA 
MISSILES  -  LOSE  2  MORE  POINTS  FOR 

DAMAGE,  THEN  GO  TO  100. 


41 


YOU'RE  HIT  BY  MORE  LA  V  A 
MISSILES  -  L  OSE  2  MORE  POINTS  FOR 

DAMAGE,  THEN  GO  TO  81. 


42 


YOU  ATTACK  CANDIDA,  BEHEADING 
HER  WITH  ONE  SWEEP  OF  YOUR 

SWORD. 

THE  A  LIEN  LIZARDS 
CHUCKLE  -  ' '  YOU '  VE  JUST  KILLED 
YOUR  WIFE! ' '  -  AND  RUN  OFF. 

YOU'RE  GRIEF-STRICKEN.  LOSE  6 
POINTS  FOR  BEING  OUTSMARTED  BY 

ALIENS,  THEN  GO  TO  16. 


43 


you  FEEL  VOUR  FRCE 
BLUSHING  WITH  SHAME 
INSIDE  yOUR  HELMET.,. 


44 


GOOD  LUCK  ON  YOUR 
JOURNEY-  LOVELY  BOY. 
AND  LOOK  OUT  FOR  GREAT 

UNCLE  BAAL... HE  MAY  BE 
ABLE  TO  HELP  YOU.,. 


45 


RIGHT  /  50  WHEN  YOU  ME 
HIM,  SQUEEZE  HIS  HAND 
WINK  AT  HIM  THREE  TIMES.  HE' 
KNOW  THAT  I  SENT  YOU  AND 
YOU'RE  A  PRIEND. 


ET 
AND 
LL 


f 


:::  j 


1 


1  ■    ■  ■ 


^1 


THE  WARLOCK'S 
MAD  UNCLE  /  NEMESIS 
BANISHED  HIM  AFTER 
HIS  GRUESOME  EXPERI- 
MENTS ON  HUMANS... 


Loss  OP  PURfjy:  3  POINTS  . 


46 


GA/N  3  POINTS  FOR  SRVINQf  YOUR 
WIFE.  Of\NDIDR  SMILES  RT  YOU 
GRRTEFULLV  BEFORE  RETURNING  TO 
HER.  OWN  DIMENSION.,. 


HE  COULD  BE  A 
USEFUL  ALLY  ! 


Will  vou  now  go  north  ? 

(GO  to  25)  ERST  OR 
WEST?  (13). 


> 


\  "CURSE  YOU,  TORQUEMRDR  - 
^YOU  WERE  RIGHT  TO  PUT  FOUR 
RND  SEVEN  TOGETHER." 
GRIN  3  POINTS  FOR  OUTSMRRT 
^/WG  RN  RLiEN. 


V. 


.V 


you  HRVE  BROKEN  THROUGH 
RND  MRV  NOW  GO  NORTH  (GO  * 
TO  25),  SOU TH(7),  OR  WES T  (13). 


yy.-. 


f 


JUST  SWITCH  ON 
THE  IGNITION  AND 
I'M  AWAY... 


•f  ^;^.■:^?c■7^ 


MY  HE 


•  ♦ 


I V  Zmt  fitt/ 


r: 


>1 


V 


\ 


IF  you  WRNT  TO  USE  THE  BLRCK  KEY,  GO  TO  36 
IF  THE  SILVER  KEY,  GO  TO  93.  IF  YOU  HRVE 
NEITHER,  YOU  MUST  WRLK.  GO  TO  29 


ft:-: 


THANKSi 
TORQUE. 


WHAT 
A  PAL  ! 


>  1 


50 


I'LL  WANT  PAYIMG.  1 
WHAT'S  IN  THE  BAG? 


51 


I  REALLY  WANTED  SOMETHING 

 TO  EXPERIMENT  ON.  TELL  YOU 

WHAT,  THOUGH. ..GIVE  ME  EVERyTHlNG 
IN  YOUR  BAG  AND  I'LL  HELP  YOU. 


IF  you  Hf\VE  A  GHETTO-BLRSTER  , 
Dff\N\0N05,  A  TOILET  ROLL  OR 
A  SACKGAMMO/V  BOARD,  THE 
Bf\RTENDER  WILL  ACCEPT  ONi 
OF  THEM.  GO  TO  60.  OTHERWISE  , 
HE  WON'T  SERVE  VOU.  GO  TO  18. 


IT 


/F  YOU  WISH  TO  GIVE  H//Vi  EVERVTHfNGs  GO  TOES, 
IF  you  DO  NOT,  you  LEAVE  THE  FLOOR  ,  GO  TO 37, 


52 


You  TAKE  A  RUN-UP,  AND... 


53 


...SMAC^STRA/GHT  INTO 
RSHEET  OF  GLASS,,, 


54 


.., SLIDING  DOWN 

  INTO  A  DRAGON'S 

WAITING  MAW. 


■fi-     :>  ■. 


:  -.t-i 


4.  ;i 


^^^  ^^  r 
^^^^^^^^^^^ 


UNLUCKY 


4W 


V 


: 


4 


1/ 


55 


ITT 


9 


,  Mft  PL0PPy5/V1/LE5  YOU. 
I  "YOU'VE  BEGN  KIND  TO  MB,  SO  I'LL  TELL 
YOU  WHO  COULD  BE  ^  USEFUL  ALLY... 


"&ReAT  UNCLE  BAML...HE  H/1TE5 
NEMESIS  FOR  STOPPING  HIS  EXPERI- 
MENTS ON  HUMANS.  YOU'LL  FIND  HIM 
ON  THE  DANCE  FLOOR  OF  THE  SHIP 
OF  FOOLS." 

Will  you  now  oo  north  ?  (goto is) 
east?  (11)  or  south?  (7), 


56 


you  SQUEEZE  BAAL'S  HAND  AND 
WINK  AT  HIM  THREE  TIMES, . . 


HOW  DARE  YOU.  SIR  ? 
1  SHALL  CO/V\PLAiN 
TO  THE  CAPTAIN  i 


J 


'Si  > 


i 


YOU'RE  THROWN  OFF  THE  SHIP  AND  SWIM  TO  THE 
OTHER  SIDE.  LOSE  ^  POINTS  FOR  BEING  TRICKED 
BY  A  PIG.  GO  TO  57. 


HIDEOUS  WASTELAND  STRETCHES 
HEAD  OF  YOU,.,   


...  f. 


W/LL  you  rPKE  rwE  east  path  to  the  burning 

CITY  ?  GO  TO  6^,  OR  THE  WEST  PATH  ?  GO  TO  30 


58 


0 
■ 

1 


REMEMBERTHE  GOOD 
OLD  DAYS,  BOYS..?  OUR 
OLD  BATTLE  CRY  ■> 


1^ 


1* 


59 


HIDE  INTHE  BACK 
WITH  THE  LADS. 


r 


H'MM...BUT  CAN 
I  TRUST  THEM  ? 


(2 


2^* 


iF  YOU  DECIDE  TO  TRUS  T  THEM  ,GOTO  38. 
IF  YOU  DECIDE  TO  ESCAPE  WHILE  THE 
GOING'S  GOOD,  AND  FIND  ANOTHER  WAY 


60-65 


YOU  KNOW,  TORQUE 

  YOU'RE  NOT  SUCH 

A  BAD  GUY  AFTEK  ALL... 


60 


61 


A 


LOOK— I'LL  SHOW  ^ 
YOU  ^AY  GREATEST 
TREASURE. ..GOT  IT  OFF  A 
TERMINATOR  I  KILLED... 


YOU 


I'LL  SWAP  IT  FOR 
AN  ALIEN  MEAD... 
OR  MAYBE  SOME 
DIAMONDS  ? 


4 


KEEP  YOU 
DISGUSTING 
DEVIANT  HANDS 
TO  YOURSELF / 


0, 


THE  TERMIGHT 
CROSS ( THE 
GREATEST 

HONOUR  MY 
PLANET  CAN 
BESTOW 


i 


) 


THE  Cf\PTf\\H  IS  Gkf\rEfUL  FOR  THE 
H£/^DS  AND  GIVES  you  A  BLACK  KEVs 
TELLING  YOU  IT'S  THE  IGNITION  KEV 
TO  AN  ERR  MACHINE, 

NOTE  IT  DOWN  AS  ONE  OP  YOUR 
THREE  OBJECTS. 

HE  EXPLAINS  THAT  ANY  OTHER  KEY  WILL 
CAUSE  THE  MACHINE  TO  BLOW  UP.  VOU 
WARNHiM  THAT  IF  HE 'S  LYING,  YOU'LL 
BE  BACK, 


NOW  GO  TO  ^. 


\ 


f 


64 


You  APPROACH  A 
HUGE  SILVER  KEY... 


H'MM.. .COULD 
BE  USEFUL... 


my- 


.■i-J^:!-:v 


If  YOU  PICK  IT  UPs  IT  WILL 
REDUCE  IN  SIZE  AND  COUNT  AS 
ONE  OF  YOUR  THREE  OBJECTS, 


IF  YOU  HAVE  EITHER  AND  WISH  TO  SWAP  ONE 
OF  THEM  FOR  THE  MEDAL ,  GO  TO  17. 
IF  YOU  WOULD  RATHER  KILL  HIM  AND  TAKE 
THE  MEDAL  f  GO  TO  36. 

IF  YOU'RE  NOT  INTERESTED  IN  IT,  GO  TO  IS. 


65 


Behind  IT,  a  weird 

EAR  MACHINE... 


WHAT  A 
LOAD  OF 
BOSCH! 


u 


V 


L, 


A-: 


If  you  WOULD  LIKE  TO  RIDE  THE 
EAR  MACHINE,  GOTO  ^8. 
IF  YOU  WOULD  RATHER  WALK  , 
GO  TO  23, 


66 


BAAL  TRKES  RLL  THE  OBJECTS 
f=ROM  YOUR  SAG... 


NOW 
HERE'STHE 
IMFO.,. 


1i 


A 


/ 


67 


...WHEN  YOU 
REACH  IT,  STOP 
THE  MACHINE  AND 
JUMP  ACROSS  THE 
MOAT.  WHATEVER 
YOU  00,  DON'T  USE 
THE  BRIDGE  I 


LOOK  OUT  FOR  A  SILVER 
/<ey— IT'S  THE  IGNITION 
KEY  TO  AN  ERR  MACHINE. 
THE  ONLY  SAFE  TRANSPORT 
TOTHE  CJTY... 


IF  YOU'RE  LYINGi 

I'LL  BE  BACK. 


68 


NO  VOU  WONT, 
SON.  YOU'LL 
&E  DEAD  i 


69 


You  CROSS  THE  SRIO&E.., 


And  APPROACH  THE  FINAL  HURDLE 
A  ROAD-BLOCK.  BEyOND  IT,.. 


70 


/ 


Goto  37. 


THE  TUBE  BACK  TO 
MY  OWN  WORLD/ 


71 


you  MUST  DESTROY  IT,.. 
ALIEN  ROAD-BLOCK'S  RATING' 8 
ADD  ONE  MORE  POINT  TO  YOUR  SCORE 
EACH  COMBAT  ROUND  BECAUSE  YOU'RE 
DRIVING  THE  EAR  MACHINE. 


\ 


[\. 


# 


V* 


— 


il 


TORQUEMADA.' 
STOP  HIM  { 


IF  YOU  DESTROY  THE 
ROAD-BLOCK  ,  GO  TO  78. 


t  f 


r 


■J- 


72 


WELL,  1  EXPECT  VOU  WANT  TO 
BRIBE  ME  FOR  INFORAAATION, 
SOMNY..,WHflT  HAVE  YOU  GOT  ? 


1 


V 


r 


YOU  A  HUf/^nN  SKULL  OR 

RN  ALIEN  HEAD,  GO  TO  85. 
IF  YOU  DO  NOT,  GO  T0  5L 


74 


SUODEA/LY... 


TORQUEMADA  ^ 
SEirE  HIM  / 


1 

J 


4 


you  CROSS  THE  ^RlOGi 
WITHOUT  MISNRP,.. 


75 


NOW,  TORQUEMADA,  FOR 
_       THE  ULTIMATE  HUMILI- 
ATION /  GET  DOWN  ON  YOUR 
HANDS  AND  KNEES  AND 
LICK  MY  HOOVES  ? 


Mi 


V 


NeVER,  DIRT- RAG/ 


76 


I  WAS  HOPING  YOU'D 
SAY  THAT.  AS  A 
"BLACK  WHIP"  AND  SENIOR 
LECTURER  IN  TORTURE,  1 
ASSUME  YOU  RECOGNISE 
THIS  MACHINE  ? 


rz: 


A 


MAIDEN  WITH  INJECTO- 
SPIKES  ?  I  DIDN'T  KNOW 
THERE  WERE  ANY  STILL 

IN  USE  ! 


I 


3 


The  end 


CAN  WE  GIVE  VOU  A 
LIFT,  TORQUEAAADA? 


DON'T  VOU  RECOGNISE  US  ?  WE 
DIED  FIGHTING  IN  YOUR  WARS  I 


/Y 


MY  OLD 
TER^A1NAT0RS 


^  r  ■ 


83 


WELL...C/?/V  WE  GIVE  YOU 
A  LIFT,  GRAND  MASTER  ? 


f  \ 


you  RTTf\CK  THE  CREATURES. 

RLIEN  DRINKERS*  Rf\riNG:  8 

IF  YOU  KILL  THEM,  you  /^f\y  TAKE 
^  UP  TO  THREE  Of  THEIR  HEADS, 

you  ALSO  DISCOVER  A  TERMINA- 
TOR  MEDRL  ON  ONE  OF  THEhA.yOU  <L 
MAY  Tf\KE  THIS  RS  ONE  OF  YOUR 
OBJECTS  INSTEAD.  THEN  GO  TO  18. 


/I 


•  :.t 


87 


THANK  YOU,  GRAND  fAASTER. 
VOU  SEE,  NEMESIS  LETS 
US  OUT  OF  THE  GRAVEYARD 
ONE  DAY  A  YEAR... 


THIS  IS  OUR 
ANNUAL  OUTING/ 


85 


THANKS,  SON. 
HERE'S  THE  INFO 
...WHEN  YOU  REACH  THE 

CITY;  USE  THE  BRIDGE. 
WHATEVER  YOU  DO, 
DON'T  JUMP  ACROSS 
THE  MOAT.  THERE'S  A 
SHEET  OF  GLASS  ONTHE 
OTHER  SIDE  AND  YOU'LL 
SMACK  RIGHT  INTO  IT. 


86 


OH  YEAH...  IF  YOU'RE 
CAUGHT  BY  NEMESIS/ 
AND  HE  PUTS  YOU  IN  AN  IRON 

MAIDEN  — THIS  GOLD  KEY 
OPENS  fl  SECRET  DOOR 
AT  THE  BACK. 


7^' 


Id 


If  you  take  the  key,  it 

COUNTS RS  ONE  OF  YOUR 
OBJECTS.  GO  TO  37. 


89 


f\FTER  YOU  HAVE  BEEN  IMPRLED 
ON  THE  SPIKES,  THE  WRRLOCK 
USES  HIS  DRRK  ARTS  TO  KEEP  YOU 
RL(VE.,^BUT  YOU  ARE  NOW  A  BROKEN 
/Viyq/v  — SHADOW  OF  YOUR  FORMER 
SELF,.. 


88 


YOU  APPROACH  THE 
BURNING  CITY,.. 


LICK  'EM, 
TORQUEMADA 


^4  ^  W""// 

f      \  V  •* 


-Si 


.A 


X 


H'MM...THiS  BRIDGE 
LOOKS  INNOCENT 
ENOUGH,  MAYBE 

TOO  INNOCENT... 


/ 


.  i  WILL  YOU  CROSS  BY  THE  BRIDGE  ?  GO  TO  58. 
Li  OR  GET  OUT  AND  JUMP  ACROSS  THE  MOAT  ? 
GOTO  52. 


■■■^ 


P 


/ 


YES.  MASTER. 


YOU  ARE  WELL 
TRULY  LiCKEO.  r 


W1 


1 


96 


THE  KEY  TURNS  IN  THE  IGNITION  RND 
THE  MACHINE  THUNDERS  FORWARD 


*  «  * 


YOU'RE  &OMQARDED  WITH  LflVfl 
FROM  THE  BURNING  CITV,  LOSE  2 
POINTS  FOR  DAMAGE. 


97 


'  IF  YOU  TOOK  A  FLAG  FROM 
THE  SHIP,  GCTTOBL 
IF  YOU  DID  NOT,  GO  TO  ^O 


98 


ALL  RIGHT— LET  THEM  THROUGH. . . 
TERMINRTOR.S  KILLED  IN  TORQUEMflDA'S 
CRAZY  WARS  AGAINST  THE  GALAXY  WOULD 

NEVER  BeFRIENO  HiM. 


mil 


\ 


a: 


HE'LL  TURN  UP  SOONER 
OR  LATER— AND  WHEN 
HE  DOES... 


■X 


\ 


BEYOND  IS  THE  TUBS 
THAT  LEADS  BACK  TO 
YOUR  OWN  WORLD,,, 


w 


YOU  UNDERESTIMATED  ^AV 
POWER.  WARLOCK.  EVEN  IN 
DEATH  MY  TERMINATORS 
REMAIN  LOYAL  TO  ME... 


I 


. . . 


.  .  .-  ^« 


\ 
t 


■  < 

*    ■  ■ 


■  ■  T 


^4 


i 


4 


IF  YOUR  PURITY  RATING  IS  8 
OR  LESS  HERE,  GO  TO  79. 
IF  IT'S  MORE,  GO  TO  103, 


V 


Mm 


'  *     *  : 


"A 


100 


you  RRPkORCH  THE 

c/ry... 


Will  you  cross  by  the  bridge  ?  oo  to  69. 

Oft  &ET  OUTRND  JUMPRCROSS  THE  MORT  ?  GO  TO  52.  F 


4-- 


101 


you  ENTER  THE  DflWCE  FLOOR  . 

  IP  THERE  15  f\N  OBJECT  YOU 

WOULD  LIKE,  YOU  MUST  TAKE  IT  NOW.. 


I 


^1 . 


102 


GREAT  UMCLE  BAAL  — 
THE  WARLOCK'S  ^^AD 

RELATIVE  !  I  MUST 
TALK  TO  HIM  I 


IT'S  DANCERS 
ONLY  ON 

THIS  FLOOR  { 


.i.y 


V 


//=  YOU'RE  PREPARED  TO  DRNCE  WITN 

DEVIPNT3,  GO  TO  92. 

IF  YOU'RE  NOT,  YOU  RETURN  TO 

THE  BRR.  GO  TO  37.  onn — :sad^Jg 


103 


you  HEAD  UP  THE  TUBE  TO  SAFETY.  YOU 
HAVE  WON.  YOU,  TORQUEMADA,  ARE 
TRULY  THE  GREATEST  TYRANT  EARTH  HAS 
EVER  KNOWN.  BY  CUNNING  AND  SAVAGERY 
YOU  HAVE  SUCCEEDED  WHERE  ALL  OTHERS 


WOULD  FAIL  ! 


^^^^^^^^^^^^^^^^^ 

^^^^ 


I 


% 


DOESN'T  THIS 
WORRY  YOU  ? 
HAVE  YOU 
THOUGHT  ABOUT 

SEEKING 
PROFESSIONAL 

HELP  ? 


The  end 
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